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INTRODUCTION 


We hope you're ready for another exciting Call of Duty experience! 


The Call of Duty: Black Ops single-player campaign offers a deep and complex storyline which takes place between 
the events of World at War and Modern Warfare. A direct sequel to World at War, the Black Ops story takes you 
across the globe as you fight with special operative teams in Cuba, Vietnam, and the Soviet Union. 


Because Call of Duty: Black Ops features such an intense story, we've been extra careful to avoid any spoilers in 
either the training chapter or the campaign walkthrough. Feel free to use these chapters if you get stuck, need some 
tips, or want to track your Intel and game progress without spoiling your experience. 


When you've completed your campaign, check out the Secrets chapter for full reveals of the plethora of unlockable 
extras available to you. The Secrets chapter does contain story Spoilers, so save it for after you complete the single- 
player campaign in order to enjoy its compelling plot fully. 


If this is your first Cai! of Duty game, we've got you covered. Start with the Specialized Training chapter, and we'll 
tell you everything you need to survive, even on the harder difficulties. 





SPECIALIZED TRAINING $%%cs 


This section of the guide is spoiler-free, and it’s primarily aimed at players new to the Ga// of Duty franchise, 
or players who want a refresher on game basics. Here we cover basic tactics that can help you survive any 
tactical scenario in the field. 





THE BARE BASICS ——= - 


Call of Duty: Black Ops, like all other Call of Duty games, is a first-person shooter (FPS). This means you play mast of the game looking 
through the eyes of the main character as he fights his way through the campaign's many scenarios. 





— 


This section of the guide is for users new to first-person shooters, or those who haven't played an FPS in a few years, 


Controls 


Throughout the guide, we refer to the basic 7 
controls by the official name of the command y 
(Fire, Alm Down Sight, Melee, Interact, ete.), To 
determine which controls are bound to which 
buttons on your system of choice, refer to your 
user manual or the game’s Options Menu. 


The game doesn't have an official tutorial, but 
the onscreen prompts found throughout should 
give you hints on how to handle any 

new situations. 
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Basic Loadout 


In the Call ef Duty: Black Ops campaign, you can carry two weapons 
(no matter how large the weapons are) and two grenade types. 
Within the campaign, you don't get to pick the types of qrenades you 
carry, bul the tactical grenades are tailored to each mission, 


You also carry a knife that you 
can deploy at any time via the 
Melee button. Some campaign 
sequences introduce you to 
special weapons beyond the 
primary and secondary weapons 
in your loadout, 



















Firing from the Hi | 
When you equip a firearm in Call of Duty; Black Ops, a crosshair appears in the middle of the screen. This crosshair represents the spread 
of your weapon if you “fire from the hip,” which means simply to shoot your gun without targeting it. 


While firing from the hip is less accurate than aiming down the sights, and its generally 
not the best way to kill enemies, it does have its purpose. Short-range guns like SMGs 
and shotguns actually work quite well firing from the hip. If an enemy surprises you at 
close range, it's much better to fire from the hip rather than carefully try to aim. 


SIEEICCEP ECBENEI TL 


The only time you should never fire from the hip is when you are equipped with 
a sniper rifle or rifle. These weapons are completely inaccurate from the hip, and 
it's better to switch to your alternate weapon rather than try for a blind rifle shot. 





Aim Down Sight _ 





Most of the time, you should fire your As mentioned in the previous section, Aiming Down Sight automatically triggers 
weapon while holding the Airm Down Sight Aiming Down Sight is generally not sniper mode jf you're using a weapon 
button. This gives you a realistic view of necessary for short-range weapons, bul with a long-range sighl, like a Dragunav 
your weapon as your character's eye lines doing so can increase the range and sniper rifle. 

up with its sights. accuracy of SMGs and shotguns. 

Cover — 





Cover Is a vital concept in Call of Duty: Black Ops, and we refer 

to finding cover frequently in the walkthrough, Cover is simply any 
obstacle that you can put between yourself and the enemies to get 
some level of protection from their incoming fire. 


Whenever you encounter enemies, you shauld try to find and move 
to cover before returning fire on the enemies. Trying to take them 
down in the open frequently results in death on the harder 

difficulty settings. 
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stances _ 


There are three stances in Call of Duty: Blaek Ops: crouched, prone, and standing. 








Standing: Prone: Crouched: 

This is your regular stance. It offers no In the prone position, you are crawling Crouching is a happy medium between 
Increase to your firing accuracy, but itallows on the ground. This makes you a difficul! the standing and prone positions, We 

you to move quickly. You mustbe standing —_—target for your enemy, and it dramatically recommend crouching when you advance 
fo Sprint. Increases your firing accuracy. When you forward in an area with an enemy presence, 


gel caught In bad situations, gold prone 
is often a good tactic to reduce the visual 
target you present to the enemy. It is very 
difficull (o move while you're prone: you 
move at an extremely slow speed. 


Health 


Health jn Gall of Duty: Black Ops \s represented by actual damage that you see onscreen. 





Generally, if you take hits beyond a graze, you should find cover and wail a few seconds fer your health to restore. 





Light Hit Heavy Hit Get to Cover! 


Melee Attacks 


As long as your character |s not in a vehicle, you always have 
access to melee attacks. Melee is extremely deadly and almost 
always delivers a one-hit kill. However, tha enemy must be directly 
in front of you for the melee to actually hit him. Reserve melee for 
when you sneak up on an enemy from behind, or for desperate 
close-range combat situations. 














Grenades 





Grenades are your most common tactical tool in Call of Duly: Black Ops. There are two basic types of grenades: frag and tactical, While the 
primary use for frag grenades is to blow your enemies to pieces, they also have a tactical purpose. 





When you throw a frag grenade, you should 
always “cook” it first. To do this, simply hold 
the Frag Grenade button until you see your 
crosshair pulse onscreen. Throw the grenade 
when you see roughly two or three pulses 

to reduce the amount of time between your 
release and the grenade detonating. 


GRENADE INDICATORS 


Most tactical grenades in the Call of Duty: 
Black Ops campaign are flashbangs. 
Flashbang grenades siun enemies in a large 
radius, causing them to stumble out of cover 
and making them completely helpless. 










When you throw a frag grenade 
at enemies behind cover, they 
run from the grenade and out 
from cover. While they may 
escape your grenade’s blast, you 
can pick ther off with your rifle. 


Be careful, though—it's easy to stun 
yourself with your own flashbang. Make sure 
you look behind cover whenever one of your 
own flashbangs detonates. 


Grenades can ba very hard to see, so Call of Duty: Black Ops puts a grenade Icon on your screen to help you locate a live grenade on the 
battlefield. Whenever you see a grenade icon, you have to make a split-second decision: 





Run Away: 
if you aren't sure exactly where the grenade is based on the 
indicator, your best option Is to run away. Press the Sprint button 
and dash to another area, but be careful about leaving cover. 
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Throw the Grenade Back: 


lf you find the grenade quickly enough, you can move toward it 
to make a special Icon appear onscreen, When it daes, hold the 
Grenade button fo toss It back at the enemy. Be careful; sometimes 


enemies cooks their grenades, particularly on harder difficulties. 
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sprint Jumping sprint Diving 


You are required to Sprint Jump at different points In the campaign. § A new feature in Cal/ of Duty: Black Ops is the ability to Sprint Dive. 
To do this, hold the Sprint Button while you're moving. When you get To Sprint Dive, Sprint as normal, and then fofd the Crouch button. 
to an edge, hold the Jump button to add extra distance lo your jump, This causes you to dive forward, making you a very difficult target 
This also makes you a harder target to hit and is a decent for your enemies, 

evasive maneuver. 















Weapons id | 


Weapons are the tools of your 
success in Call of Duty: Black 
Ops, and knowing how to 
handle them is vital. 


Each weapon has its own 
specific attributes, including 
accuracy, penetration power, 
damage, rate of fire, reload time, 
and weight. Weapons within 

the same class tend to share 
similar attributes. 


ASSAULT RIFLES 

Assault rifles deliver high 
damage, they're highly accurate 
at mid to long range, and they 
generally have mid-sized clips. 
You can fire assault rifles 

from the hip (without pressing 
the Aim Down Sight button), 

but they are somewhat less 
effective in this role. Due to 
their versatility, assault rifles are 
often your primary weapon on 
campaign missions, 


SUBMACHINE GUNS 
Submachine guns, or SMGs, are close-range combat weapons. You 
can squeeze some extra range out of them with a decent sight. such 
as the Reflex, but they cannot replace an assault rifle, SMGs have 
extremely high rates of fire and very quick reload times. 


You can also find dual SMGs on some missions of the single-player 
game. Fire the left SMG by halding the Aim Down Sight button. Dual 
SMGs cannot be modded, 











RIFLES 

Rifles are single-liré, long-range weapons. 
Rifles are practically useless fired from the 
hip, but they are deadly at long range. 


Additionally, rifles can have sniper scopes 
attached to them, These scopes allow you 
to pick off enemies at Incredible distances. 
This allows you to kill enemies before you 
get within their firing range, making rifles 
great tactical weapons for strategic players, 


PISTOLS 

Pistols aren't exactly the most effective 
weapons in Gall of Duly: Black Ops. When 
you Use a pistol, it's often your last option 
thanks lo an event thal prohibits your 
customary loadout. Don't discount them 
completely, though. The Python and other 
high-caliber Weapons can be very effective 
at short range, ripping through your enemies 
with high-damage rounds. 


SHOTGUNS 

Shotguns are an old favorite. Each shotgun 
has Its own personality, and you should try 
each one before you bring It Into combat. 
Some shotquns, like the KS-23, have 
moderate range, but most are good only at 
short-range, 


All shotguns In the single-player campaign 
have lengthy reload tires, but that's a minor 
tradeoff for the extreme damage they inflict 


Weapon Mods 


The weapons you find in the field during a campaign mission usually feature some type of modification, or mod. These mods give found 
weapons an added edge or enhancement to your combat style as you sift through the weapons of your fallen enemies. 


Here are the types of mods you can find on your weapons and what they do: 
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Dual Mag: 
This mad halves your weapon's reload speed, 


Extended Mag: 
This mod increases your weapon's Clip size 
by about 25%, 


Suppressor: 
This mod makes your weapon silent. 


ACOG Sight: 

The ACOG sight is a medium- to long-range sight 
that allows you to pick off enemies from afar, but 
doasn't cut off your field of view. It's great in almost 
all tactical situations. 


Reflex Sight: 
The Reflex Sight |s an optic that makes aiming your 
short- and medium-range weapons easier. 


Red Dot Sight: 

The Red Dot Sight is perfect for shart- to medium- 
range weapons. It Increases your weapon's accuracy 
by a moderate amount. 











on enemies in tight spaces. 


Infrared Scope: 

The Infrared Scope displays a black-and-white 
image. Enemies (and friends) are outlined in white, 
making it easy to see targets in any combat condition: 
nighttime, in fog, through smoke, and so forth. 


Masterkey: 
The Masterkey is a shotgun attachment for 
assault rifles. 


Flamethrower: 
The Flamethrower attachment |s available only for 
the AK-47 assault rifle. 


Grenade Launcher: 

Grenade Launcher attachments are available for 
most assaull rifles, and they're fantastic for blowing 
enemies out of caver. If a grenade fired by a 
launcher is smothered, It may not explode. 
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swimming 

Swimming should come 
naturally if you've played other 
FPS games in the past. Use 
your Analog and Movement to 
move around in the water. You 
can freely move up and down 
while swimming, 





You cannot use Your Weapons underwater in Call of Duty: Black Ops 


Breaching 

several points in the campaign . 
require you to breach a doorway. 
When you breach, you temporarily 
yield control of your character's 
movement, allowing you to focus 
entirely on shooting your weapon. 





When a breach event starts, ha game enters slow motion, giving 
you more time to make a shot against an enemy in the next room. 


GAME DIFFICULTY 


Several points in the campaign 
require you to plant explosives, 
To do this, move to your 
objective marker and press the 
Interact button. Take a few steps 
back and trigger the activator 
switch to blow the explosives. 


Planting Explosives 





Guided Missiles 

The Black Ops team in the 
campaign frequently employs 
player-controlled missiles. After 
you fire one of these special 
missiles (classified as TOW 
and Valkyrie), you control its 
movement in first-person mode. 





Guide the missile Into your targets to inflict massive damage. 


When you first start your game, you can select the difficulty on which you want to play. 


lf you are here for the story 

and cinematic experience, 

we recommend the Reeruit 
difficulty, You run into anly a few challenging 
siluations during your playthrough, 





VETERAN 

This difficulty is reserved for masochisis and 
achievement-hunters, The enemies are absolutely 
brutal, deadly accurate, and you have very little health. 
lf you've carnipleted Veteran playlhroughs on previous Call ef Duty 
games, you should find the enemias here a bit easier lhan World al 
War and about par with Modern Warfare 2. 


This guide's walkthrough focuses on the Hardened difficulty setting. 
This doesn't affect the basic gameplay and strategy, but you may 
breeze through a section that we belabor If you're playing on an 
easier setting. 


lf you're playing on Veteran, you can still use our strategies, but you 
have to be extra patient and especially wary of enamy grenades. 


THE LOWER VIOLENCE SETTING 


When you first start a new Call of Duty: Black Ops campaign, you 
are given the option to turn down the violence. Cal! of Duly: Black 
Ops is an extremely gory and violent game that features close- 
up kills, executions, and torture. If you are at all squeamish, we 
recommend you turn dewn the violence, 


REGULAR 

The defaull difficulty is for the 
average player that wants some 
challenge, bul doesn't want to 
run into anything toc overwhelming. This is 
4 good balance tor a first playthrough. 


HARDENED 

This is the ideal difficulty for 
veterans of the FPS genre. You 
will be challenged throughout the 
game, and you'll have to use cover tactics ta 
survive. The enemy Al is more dangerous and 
more likely to throw grenades, 





LOWER DIFFICULTY OPTION 

To get the most out of Call of Duty: Black Ops, we suggest you 
challenge yourself with at least the Regular difficulty, IF you find 
yourself getting frustrated in a tough spot, remember thal the game 
doesn'l get progressively harder; some of the hardest spots are 

In the early levels. If you really get stuck, you can always use the 
Lower Difficulty option in the Pause Menu, This great feature allows 
you to soften the enemies without interrupting your playthrough. 
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lf you decide the garne’s violence is too much for you, you can 
always exit the campaign and toggle the setting in the game's 
Option Menu under the “Graphic Content” setting. 





GENERAL TIPS 


Subtitles . 


Consider turning on Subtitles via the Main Menu. This allows you to receive your commanding officer's orders even in the heat of an intense gunfight. 


Reloadin 


Timing a reload is very Important. If you get caught In the middle of 
a long reload, you can perish as {he enemy pummels you with fire, 
Knowing when to reload is a crucial skill to learn for both single- 
player and multiplayer. Keep an eye on your ammo count in the 
bottom-right of your HUD. When your ammo counter Is low, look 
around for cover to protect you from enemy fire. 


The Al in Call of Duty: Black Ops tends to wait for you to reload 
before popping out of cover. This Is especially true on harder 
difficultias. Sometimes an area you think is clear might have several 
enemies waiting for you to give them an opening, Be sure to find 
cover whenever you reload in a dangerous area. 





Red Barrels | 

You frequently encounter rad barrels In battle. These are filled with 
explosive materials that you can detonate by shooting the barrel. 
Whenever you see these barrels amongst a group of foes, detonate them 
to soften up enemy resistance. Oh, and don't take cover behind them. 





Weapon Penetration 

Most weapons, but particularly assault rifles, have good weapon 
penetration. This means you can fire your weapon through sott 
objects like wood crates and plaster walls and still hit the enemy. 
Use this tactic to your advantage when enemies are using cover. 


Often, if you hit the very edge of a wall made of a hard substance, 
such as concrete or brick, you can use weapon penetration to kill or 
injure the enemy in cover, 





Critical Shots | 

Always aim for an enemy's upper body. While headshots are |deal, 
ihey aren't always possible due to your foe's distance, whether It be 
Unusually close or far. 


Aim for the upper torso to score a critical hit and likely down the 
enemy with any weapon. 





short Bursts 


Firing your weapons in short bursts Is essential to maintain 
maximum accuracy. This has the added benefit of conserving your 
ammo, which can be a lifesaver on longer levels. 


Downed (But Not Out) Enemies 


Enemies in Call of Duty: Black Ops are a crafty lot. Just because a 
foe is knocked to the ground, it doesn'l necessarily mean he's out of 
the fight. Enemies that are still up on one elbow can attack you with 
their sidearms. 


Be sure to end their rally quickly by firing extra shots Into them 
from a distance, 
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Sprinting and Melee Attacks 
Interrupt Your Reload 


Some guns take a very long time to reload. Avoid interrupting the 
process with a Sprint or a melee attack while the reload plays out. 


That's it for now—let's get to the action! 





"ONINIVHL Gaziividads 


= 
a | 
m 
c 
= 
G? 
rm 
s 
0 
m 
84) 
a 
m 
at 
z 
@ 








aot ye 
re ~y 4 
reer Z 





ERA ate 


mal. \ 






0500 April 17, 1961 
Undertake a daring assassination attempt during the Bay of Pigs invasion. 


TRANSMISSION# 15-18. 

Designate: X-RAY 

Location: Cayo Santa Maria, Cuba 
Targel: atumeriatay 


= ALEX MASON 
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“WAKE UP... WAKE UP!” 


The campaign takes place through an extended series of flashbacks 
as the main character, Mason, is interrogated by an unknown man. 


OF NOLLVHadO m 


The first memory takes you to a smoke-filled bar in Cuba, 1961. 


IMPROVISED OUTFITTING 


Black Ops specialists use the weapons they find in the 
battlefield, and rarely start a mission fully equipped. 








“WE GOT COMPANY.” 


After the bartender outlines your route to your mission objective, 
your tearm is made by local security forces—your Cover is blown 
Gheck your aim, and take out the soldier with the jammed gun. 
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The M16, the weapon with which you start The M16 is also equipped with a Grenade 
this mission, is incredibly versatile. It fires Launcher attachment, which you can activate 
deadly rounds at medium to long range. by pressing left on the D-Pad. You also start 

with ten grenades, which is a lot—use them 
In a pinch, it can be used to “spray and freely throughout the level. 
pray” a close-up target, but you should start 
looking for a short-range weapon to replace Hitting targets accurately with the Grenade 
: your pistol as you escape the city. Launcher attachment takes some practice. 
Be aware that, unlike bullets, 
~ WEAPON: M16 Grenades follow an arcing 

| trajectory as they're lobbed 

a 4 from the muzzle. If you hit 

| lz 7 » <a ; an enemy directly with one, 

| rt i =e the impact usually causes an 

/ J Range | Meutun to eng ane | instant kill, but it also prevents 
vie fA ad patted the grenade from exploding. 
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~~ | After the bartender tosses you an M16, move to the window and wait for the signal from Woods, your 
F| team leader. 











| Escape the Police 


When the door opens, provide cover as Your team detonates a second car as It In this section, it's important to use objects 








Woods advances on the police car. Using hurtles down the street. Stay behind Woods, on the street for cover as hordes of police 
the M16, fire into the front of the car to move to a crouched position, and advance reinforcements respond to the locals’ call 
detonate it, taking out the nearby police, up the street. for help. 
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Take your time as you advanced down the street. Be very careful not to gal ahead of Woods—f you do, you're vulnerable to fire from 
multiple directions. 






“GET TO 
THE ALLEY!” 


About halfway up the street, 
two cars drive past your squad. 
Quickly turn to face these 
vehicies where they stop; fire a 
grenade to destroy them both. 


As you move up the street, 

it isn’t long before police 
completely overwhelm your 
team. A line of police cars forms 
a deadly roadblock at the end of 
the street. 


Fallow Woods into the alley on the left to the running car. When you reach the car, move 
toward it to get into the driver's seat automatically. You don’t hava many options here— 
follow the onscreen Instructions to back out of the alley and escape through the roadblack, 


| 
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“THERE’S THE COMPOUND...” 


After a brief return to the interrogation chair, you flash to a mountainside locale overlooking a large compound. This mission takes place 
shortly after the previous car escape, so your weapons—including your remaining Grenade Launcher ammo—carry over, 
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Find and Kill Castro 


All channels are go on your mission to kill Castro. Bowman and 
Woods have point as you begin your advance into Castro's 
compound, 
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The soldier that Woods lands on is carrying an FN FAL, which is an 
adequate weapon to switch out for your pistol temporarlly. 
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Press RS behind guard toTakeshim out 


Follow the team inside the nearby building, and move behind the soldier talking on the radio, Press the Melee button to kill the enemy silently. 


“SIT TIGHT, DO NOT ENGAGE” 
Your allies have created a major distraction on a nearby airfield, and 
the bulk of the compound's forces are headed that way. Wait with 
Woods as the enemies pass your location. If you fire on the troops 
or try to cross the street before Weods gives the order to cross, you 
fail the mission instantly. 


When Woods gives the order, cross.the street toward the next 
compound building. 


Two soldiers emerge from a vehicle on your right; take them out, 
and more soldiers advance from the stairs above. Shoot them before 
you search the nearby building. 


Before you follow your team up the stairs, you can search the 
building for a Skorpion with Supressor attachment, a Skorpion with 
Extended Mag, an FN FAL with ACOG Scope, and a RPK with 
AGOG scape. The soldiers are armed with more weapons, including 
a KS-23 Shotgun, 


The Skorpion is a great close-range weapon and our recommended 
companion for your primary M16 weapon. Take the Extended Mag 
version, because the Suppressor is useless In this area. Alternatively, 
you can try out the KS-23 Shotgun if you're a fan of the weapon type. 
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r It's best to use the Skorpion 
WEAPON: SKORPION E 

in close-quarters combat to 

riddle a nearby target with 

its tremendous rate of fire. 


Be warned—the Skorpion 


Clip Size 20) 


Range Short Ra ng can empty a regular clip in 


Wei on Typ Submachine less than five seconds, so it 


demands frequent reloading. 


The KS-23 is a straightforward shotgun, close _ time and slow firing rate with its virtue of 
to what you should expect if you've used extreme damage at close range. One well- 
shotguns In other Call of Duty games. The placed shotgun blast can take out three 
Weapon balances its faults of long reload soldiers at once! 


| WEAPON: KS-23 One of the KS-23's advantages 
is Its extra range over most 
other shotguns. You can pick 
off enemies with it froma 
good 50 feet away if you take 
careful aim looking down 


Weapon iV Shalt Hi 
if the barrel. 


“CASTRO'S PARANOID...WITH GOOD REASON.” 


At the top of the stairs, wait for Bowman and Woods to go through the door, but follow close behind. 
Provide fire support against the attacking enemies, and proceed out to the open area. ui. tee 
Look on the wall on the 
More soldiers attack your team through room's opposite side for 
the stone archway ahead. Find cover your first piece of Intel. It's 
behind a nearby concrete barrier, and just above an RPG leaning 
use your M16 to take them out. against a crate. 


Just before the archway, more Grenade 
Launcher-enabled M16 assaull rifles 
rest against some crates to your right, 
These guns do not possess the scope 
that your default M16 has. 














Castro has spared no expanse decorating his manor, providing 
plenty of expensive objects to use for cover as you move through 
the villa. Remember that your M16 can shoot through penetrable 
moe H. objects such as furniture if enemies take cover behind them. 
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FRAG OUT 
You should've picked up some grenades by this point. 

Toss some of these babies to clear out enemies holed up in 
entrenched firing positions. 


“OKAY, STACK UP.” 


When you reach the large double doors at the end of the hallway, 
Woods readies for a breach, Move in behind him to activate your 





first breach event. 


“INSIDE, GO!” 


Before you proceed inside to the next building, switch to your close- 
range weapon. As you move in, watch out for enemies on your right. 


Now your job is to search the entire mansion until you find Castro. 

Unfortunately, the building is crawling with enemies, and a tough | BREACH 
foom=to-room fight awaits you. Use any gun except the shotgun for this breach—the 
shotgun is too slow. 








Stay low and advance with Woods, Use your close-range weapon to 
kill enemies as they pop oul from surrounding doorways and fixtures. | There are three enemies to worry about. Shoot the middle 
guy first, before he can dive behind the sofa. Follow up with 

ee ': \ the guy on the left, because he has a clear shot at you. You 



















have a few moments before you need to worry about the 


: advancing soldier to the right. 


| . 


Het : Follow be 

(aay fy a F * , 

an) i 4 : The roam contains more FAL and RPK weapons. Now move behind 
J Woods again to activate your second breach. 


BREACH 





| This breach has you firing on Castro while he holds a 
hostage. It's imperative that you aim carefully with your 
pistol. If your shot hits the prostitute without also killing 
Castro, he will fire and kill you. 


To end the breach, use your pistol to shoot Castro in the 
head or hand. 


ALTERNATE ROUTE 














Instead of advancing 












through the hallways with 
Woods, you can move 
through the door on your 





DEATH 10 DICTATORS 
Score a headshot on Castro In this second breach to earn 
this Achlevement/Trophy. You know you triggered it correctly 
i a slow-motion mini-cinema plays during the headshot. 


left. This allows you to 
flank some of the enemies 
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defending the compound, 





“THEY GOT HALF THE CUBAN ARMY DOWN HERE.” 


Ta Esca 


With your mission complete, you must now execute the escape plan. Unfortunately, most of the Cuban forces have moved to the airfield, and 
that's your primary route for escape. 





Follow Woods into the next building to rendezvous with Bowman, This next area requires you to engage the enemy at medium range, so 
i's a good idea to switch to the M16. You should have some grenades left in the launcher, so feel free to use them here to soften up any 





enemies blocking your escape, 


This is the first truly challenging part of the level. The enemies 

can be very hard to see through the debris, and they have deadly 
accuracy with their long-range weapons. Rather than advancing with 
Woods and Bowman, stay far back, behind cover, and use your M16 
to pick off enemies from a distance by alming down your sights, 


Watch out for further reinforcements from the double doors at the 


other end of the room. Also, beware of some stragglers that may 
arrive late from the mansion entrance below. 
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INTEL 


| A bedroom is on the right side of this extended hallway (the side through which Bowman breaches). You can find the second 
Intel piece on the dresser. Be sure you grab this before you descend the master staircase. 
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Follaw your squad down the stairs, but be careful of the additional enemies that may be defending the doorway outside. 


“WE'RE PINNED DOWN HERE!” 


Oulside, a large number of Cuban forces have arrived on transport trucks. A 50cal heavy machinegun on one of the trucks tears into your 
position, 
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Get to the Airfield 


= = 








An RPG is directly ahead, next to the left set of sandbags. Swap out your short-range weapon for the RPG. Use the RPG to blow up the 
truck on which the .50 cal is mounted. If you have extra rockets, use them to destroy other nearby trucks and several soldiers with them. 
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WEAPON: RPG vid you run out of RPGs, switch back to the Grenade Launcher, 
using any leftover rounds to clear 

a the courtyard 

_=—— of enemies, 

Stay behind the first line of cover, crouch down, and use your M16 to 
pick off remaining Cuban soldiers. Shortly, your ally Carlos arrives at 


wae : (he east wall, unleashing rockets to devastate the nearby Cuban forces. 
While the RPG is powerful, it is notoriously inaccurate. 


Successfully hitting your targets from a distance requires 
some practice. When you fire the RPG, try to aim lower than 
where you want the rocket to go. 





“YOU THINK ’D LET YOU DOWN, WOODS?!” 


Woods orders you forward, but don’t rush up quite yet—an enemy armored assault Vehicle arrives on the left side of the battlefield. Wait for 
Carlos' troops to destroy the tank before you make your way past the fountain in the courtyard. 
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Follow Woods and Bowman into the nearby sugar field. This field is enemy-free, but it soon leads back out over the airfield. 
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“BETTER GET DOWN THERE, HOOK UP.” 
Rappel Down into the Airfield 


Hold the Interact button to rappel down to the airfield. Fallow your team to the hangar ahead. 











INTEL 


| Before you start your mad dash across the runway, you can 
find the third and final piece of Intel in the first hangar here. 
It's located at the top of 


the movable stairs at the a if TM hart 
hangar’s left side: Climb - fi \ be. : 7 | 
the stairs to find it hiding — *\\ ite a Be 
at the top. - 








OBJECTIVE | 
No time for complex strategy—use the Sprint button to keep up with Woods and Bowman as they dash 
across the field to reach your escape plane. 








Piel Ail 


When you reach the plane, move to the rear to enter it automatically. You operate the plane's machine gun, and it's your job to defend the 
aircraft as it takes off. 
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“THEY'RE TRYING TO TAKE OUT OUR ENGINES!” 


During this sequence, you get unlimited ammunition, and your gun can't overheat, Exploit this awesome power, aiming down your sight | 
to direct fire onto the attacking enemies. Your primary targets should be any red barrels or nearby trucks you see. Both provide massive 
explosions thal kill any surrounding soldiers. 


When your plane turns up the runway to take off, a larger force of enemy weaponry lines the airfield, Prioritize the explosive (uel trucks and 
the enemy ZPUs, 
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ane AM Use the ZPU to Clear the Runwa 

A ZPU is a soviet anti-aircraft 

Feopemeimeedy MASON, ARE YOU CRAZY? 

| are your biggest threat in THEY’LL CHEW YOU UP OUT THERE.” 


this sequence. 





When you jump off the plane, Shah: 
sprint forward to the ZPU to mount eae 
it aulomatically, Fire on the gas 
trucks at the and of the rinway to 
clear a path for your allies. 


- You automatically receive this Achievement/Trophy for 
complating this level. 


Watch out for the RPG-wielders 
in the low airfield tower between 
the two ZPU positions. 


lf you make it to the end of 

the airfield, your teammates 
report that a line of vehicles has 
conspired to block the runway. 
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a = TRANSMISSION# 9-19. 

= = Designate: ROMEO 

= ALEX MASON Location: Vorkiita Labor Camp, Kamil 
= Republic, U.S.S.R, 

= Objective; Escape Vorkuta! 
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“YOU WILL BREAK, AMERICAN!” 


This level starts with Mason In a brawl with a familiar face from Call of Duty: World at War. 
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The fight is a ruse. When you regain control of Mason, use the Melee button to crack the guard's head, 


VIKTOR REZNOV 
If you played Call of Duty: World at War, you may remember 
Reznov trom the sniper level. 







ESCAPE 









There are many steps to Reznov's escape plan, and each step is in a metaphorical code to 
prevent the guards from uncovering the plan before it’s ready to hatch. 





After Reznov's short speech, you are armed with an improvised knife (ar “shiv"), Sprint after the other 
prisoners up the tunnel. 


Follow Reznov and slice any guards that get in your way. 


Soon you run inte Sergei manhandling two prison guards. Wait for him to finish before you continue 
down the mining tunnel. 
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Step 2: Ascend from the Darkness 


Join the prisoners on the tunnel elevator and listen in on Reznov’s defense of your American citizenship. 








After Sergei deals with a guard, look 
around for the Markov pistol on the ground 
before you proceed further into the mining 
complex. When the doors open, all chaos 
unleashes as the guards fire down onto the 
prisoners from above. 








Step 3: Rain Fire 


Wait for Reznov to sprint to the mine cart on the right. Follow closely 
and crouch behind the cart. 


As Sergei and Reznoy push the carl, use your pistol to fire on the 
enemies trying to flank your position on the left and right. At the end of 
the tracks, some prisoners use an improvised slingshot to blow up the 
guard tower and open the gate to the next section of the complex. 


“NEVER LOSE FAITH, 
MY FRIENDS... NEVER!” 


Follow Reznov up the path to the next door. It takes Serael a 
while to tear down the metal door with his bare hands, so, in the 
meantime, follow Reznov up the guard tower's stairs. 
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INTEL 


When Reznov and Mason discuss Step 4 in the radio room, 
you can find the first piece of Intel sitting on a cabinet to the 
right of the radio. 


After you discuss Step 4 with Reznov, proceed further up the tower. 
At the top, you find two prisoners armed with a makeshift slingshot. 
Your job /s to fire flaming Molotovs into the surrounding buildings. 


To fire the slingshot, pull back on the movement analog unt}! you see the flaming cocktail at the bottorn of the screen. 


Aim just above the target you want to hit. Take out all three targets to complete your objective. 


HONOMHLA TWA 



















SLINGSHOT KID 

' To earn this Acheivement/Traphy, 
you must fire your slingshot 
perfectly; three bombs, three 
destroyed targets, The following 
screenshots depict exactly where 
you need to alm your bombs to 
hit their marks. 


Get the Shotgun 


Descend the stairs to discover Sergei has burst open the armament 
room. The shotguns on the ground here are the same kind you saw 
on the previous level in Cuba; the KS-23. Grab a shotgun and head 
back outside. 


Shoot the Lock 


Fire a shotgun shell into the lock to blow open the chain-link fence. 
Directly ahead, some guards emerge from the alley on the right. These 
guards carry AK-47s, which you should switch out for your pistol. 
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The AK-47 is the Soviet equivalent of the Mi6s you used in 


Cuba. It is an excellent medium- to long-range weapon and an 
ideal companion for the shotgun. 


AK-47s can have Grenade Launcher attachments, and on 
some later levels, even a Flamethrower! 


Step 5: Skewer the Winged Beast 


Use your AK-47 fo kill the guards defending the path to the compound's next area. As you round the first comer, an attack helicopter arrives. 
This is the "winged beast" in Reznov's code. and the task of taking It down falls to you. 











For now, focus on the guards on the ground. Unload AK-47 ammunition into the truck sitting at the beginning of the next area until It explodes, 
You can destroy another vehicle on the left to help clear out the enemies In that direction—blow it up the same way. 
Be very careful of the helicopter flying overhead. If it starts to hit you, immediately return to cover. 


When you've neutralized most of the enemies, sprint to the doorway marked by the objective marker. Reznov meets you inside: follow him 
Up the stairs back outside. 








“CHOOSE YOUR MOMENT.” 


The attack chopper is directly to your right. As you head outside, 
Mason automatically switches to his improvised harpoon gun. 
Carefully take aim at the chopper and fire to bring it down. 


Get to the Armor 


As you move into the armory, you pass through a crumbled wall. If 
you look around this area, you can find an AK-47 with a Grenade 
Launcher attachment. Switch to this weapon before you follow the 
other prisoners onward to tha armory. 





The enemies are holad up in here, so use your newfound Grenade Launcher to flush them out, Wait for Reznoy to give the instructions to 
charge before you move forward behind him. 


More enemies pour down the stairs. Stay behind cover and use your AK-47 to pick them off before they get too close. 





& 
= 
o 
a 
as 
= 
| 
Ae 


HSNOMHLAIVIM 


42 


y N 


Climb the stairs and switch back to the Grenade Launcher. Fire on the enemies trying to lock down the armory doors, Try to stay back, and 
use the staircase for cover. This keeps you out of the guards’ weapon range. 











Proceed forward when the enemies have stopped firing on you—hopefully before you 
exhaust your supply of grenades. 


When you reach the end of the hall, you find Sergei holding open the closing armory door. 
Sprint to the door to slide underneath it automatically. 


Deactivate the Security Door 
As soon as the door closes behind you, sprint across the room to the glass-enclosed 
area, Crouch down and look for the button you must press to allow the rest of the 
prisoners into the room. Press the Interact button to complete the objective and get 
some relief from the fire overhead, 





Wait for your fellow prisoners to enter the room and help clear it out, As you exit the 
enclosed area, watch for saldiers firing at you from above. 


Follow Reznov upstairs, but keep an eye oul for more enemies reinforcing the upper area. 








Step 6: Wield a Fist of Iron 


As you continue following Reznov, watch for more guards rappelling 
in from the glass ceiling above. Use your shotgun to dispose of them 
quickly before they get oriented and fire on you. 


“THIS BLOWTORCH 
WILL SUIT OUR NEEDS.” 


As you continue through the armory, more soldiers arrive to breach 
the large garage door. 
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Ta Protect Reznov 


After the breach, a trio of heavily armored guards emerge from 
the smoke. Use your shotgun to debilitate them before they hurt 
you or Reznov, 


When they're down, switch back to the AK-47 and fire at the soldiers 
on the rooftop behind you. More quards advance on you from the way 
you came, Kill hem, and Reznov runs forward with his blowtorch, 


Watch Reznov's back as he uses the blowtorch to gain access to the armory, Guard reinforcements charge from the armory’s lower area. 
Stay crouched behind Reznov and fire at them as they move up from below, After about a minute, Reznov finally breaks through the door. 
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See Get Mingun 


Head inside the armory and get the “Death Machine" sitting on a 
bench in the back. 


SM Step 7: Raise Hell 









INTEL 


If you're looking for Intel, return downstairs in the armory 
before you leave this area. A set of double doors Is at the 
back of the first-floor room. The room beyond Is very dark. 
Head to the back of this room and look to your left for a faint 
glimmer— This is the second piece of Intel on this level. 


The Death Machine is a huge minigun with virtually unlimited While you move slowly and cannot sprint as you carry the 
ammo. It can kill enemies at any range and makes you weapon, you can quickly switch to your alternate weapon to 
virtually unstoppable. increase your movement speed temporarily. 


When you fire the minigun, there is a very slight delay while 
it spins up. You can circumvent this delay by holding the Aim 
Down Sight button, which keeps the gun's barrels spinning. 


WEAPON: DEATH MACHINE 
> ¢ 


Your barrel can overheat if you fire the gun continuously, 
Avoid this by firing at enemies in bursts—this also conserves 
your ammo. 


Follow the prisoners through the 
blown-out wall on the other side 
of the armory—Death Machine 
equipped. There may be some 
guards in the building still, so 

be careful as you move out; it's 
easy for them to get behind you. 


Down below, several guards are 
near trucks. Use the minigun to 
demolish the trucks and their 
soldiers along with them. 


Kill the guards emerging ori the 
corrugated steel bridge above, 

and then lead your small army 

forward. 


Watch for more enemies from 
both above and below as 

you move forward. Blow up 
the red barrels to decimate 
nearby enemies and stop any 
reinforcements frem coming in 
that direction. 
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While you are extremely deadly with the minigun, you are not 
invincible, lf enamies start to hit you, back up a bit and try to pinpoint 
their locations, Spin up the barrel and tap the Fire button a few times 
to kill them before you move forward. 


As you turn the first corner, a transport truck arrives. Immediately 
blow it up by firing inte the truck's engine, 


Around the bend, more guards defend your last objective: 

the motorcycle warehouse. Kill them by detonating the trucks. 
Be sure to pick off any stragglers before you proceed down 
the corridor, 


“THEY ARE USING TEAR GAS!” 


As you walk down the corridor, a cloud of tear gas materializes, 
Knocking you out. 


INTEL png 


The last piece of Intel is hidden on a shelf behind Reznov in 

the warehouse. It is very hard to see in the darkness. If you 
have trouble finding 
it, you can turn up 
the brightness in the 
game or on your TY. 


To find it, stand 

directly behind Reznov 

and walk forward. 
Halfway between Reznov and the yellow piece of machinery, 
turn left. The Intel is on the bottom shelf directly ahead. 


When you awaken, move toward the motoreycle to mount it and 
begin your escape, 


EI Step 8: Freedom 


VEHICULAR SLAUGHTER 






To earn the Vehicular Slaughter Achievement/Trophy, you 
must destroy all enemies on vehicles In this segment of the 
game, This ts a tricky feat, and we've placed the details for 
earning iL in the Achievements/Trophies chapter. 


MOTORCYCLE HAVOC 
Driving a motorcycle can 
be tricky at first, because 
you have to both drive and 

_ fire your weapon. Luckily, 

_ the shotgun you use in 
this seqment has excellent 
range and a large 
burst radius. 


meleli-melimelshlale Miles 

and shooting second. 

Unless you're going for 

the Vehicular Slaughter 

Achievement/Trophy, only worry about enemies that 
| get directly in front of you while you're driving. 


To drive the motorcycle, hold the Fire button. There Is no brake, 
but you can release the Fire button to: slow down. Pressing the 
Aim Dewn Sight button fires the shotgun that Mason carries in 
his left hand, 
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“THEY'RE NOT LETTING US GO WITHOUT A FIGHT!” 


When you get on the bike, accelerate to speed up the ramp and out of the warehouse. While enemies fire at you in this area, only the 
motorcycle-equipped ones are any threat, provided you keap moving. 


No matter how fast you go, Reznov stays ahead of you, so it's a good idea to try to follow him as you speed to catch the train. 
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MEA Jump on Truck 


After you cross the riverbank, you get a flat tire. Drive into the transport truck ahead with the machinegun to board. Reznov takes care of the driver. 
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You know what to do once you're on the machine gun. Blow up the advancing troops and motorcycles as they approach your truck, Shortly, 
an opportunity to jump onto the train arises. 
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GIVE ME LIBERTY 
"You automatically receive this Achievement/Trophy for 
completing this level, 
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ALEX MASON 




















TRANSMISSION# 0. 
Designate: 


Location: The Pentagon, 


Washington DC, USA 


National Security Priority | 


Briefing: 


“NOTHING LESS THAN OUR 
NATIONAL SECURITY IS AT STAKE.” 


U.S.D.B, is a briefing mission. While you can look around during the 
mission, you are not required to perform any actions. 








To avoid spoiling some surprising revelations In the plot, we won't 





discuss the goings-on of this chapter. 
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Team Leader: Mason 
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} U.S.D.D. 






You automatically earn | In case you're wondering, 

ely tae Sar this Achlevement/Trophy U.S.D.D. stands for United States 
aatte  — | al ihe end of this chapter Department of Defense, which is 

on any difficulty setting. another name for the Pentagon. 
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Location: Baikonur, Kazakhstan, U.S.S.R, 
_ Intel confirms Dragavich and Ascension group on site, 
i Mission; —_Eliminate all threats with extreme prejudice. 
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“STAY SHARP, MASON.” 
Infiltrate Baikonur Cosmodrome 


In this mission, you have the same team you had in Cuba: Woods and Bowman. Your job Is to demolish 
the Soviet rocket Soyuz 2 before it can take off. 


The Colt Python .357 Magnum is anexcellent The revolver has only six shots, but it is 
sidearm, and it's your secondary starting extremely powerful, with a hit almost always 
weapon on this mission. resulting in a kill. While it isn't of much use 


“WEAPON: PYTHON =. 


: its a great backup weapon 


TEC iPerel 


early in the mission, when you 
go “weapons free’ later on, 


for medium: to short-range 
combat. 
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“THIS IS NOT GOOD.” 


At the top of the hill, a cinematic plays as Mason surveys the area. 
After the cinematic, continue following Woods toward the rocket. 


With the choppers overhead, you need to stay in cover. Run to the red pipe and listen closely to Woods' 
directions as he leads you through the area. 
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Stealth Kill Soldier 


When Woods says you re good, follow him around the pipe and then hold the Jump button to hurdle the pipe, and follow him ahead. You need 
disguises; use your knife to sneak up on and kill the nearby enemies. Melee the guy on the left, andl move the body to the nearby wreckage. 


Now you are disguised as a Soviet soldier, which should make getting into the Gosmodrome a lot easier. Follow Woods’ lead as he sneaks 
you past a couple of quards. When they're gone, sprint after him to rendezvous with Bowman. 


Stay close to your teammates as you enter the base, When you get 
to the comms facility, let Brooks and Bowman subdue the quards, 


“WE'VE BEEN MADE.” 
Because you had to use the AK-47 to complete your disguise, the 


better weapon here is your alternate Python pistol. Switch to the 
Python and get ready for Woods to open the door. 


i Clear Com Buildin 


Uniorlunately, you almost immediately blow your cover after the 
door opens. Get to work with your pistol, clearing out the few 
enemies on the bottom floar. 


Watch for the additional reinforcements that corne down from the 
staircase al the back of the roam. 


When you clear the area, move to crouching position and carefully 
climb the staircase, The second floor is filled with enemies ready 
for your advance. You can soften them up by tossing a grenade 
Upward. Finish off any survivors with your Python or AK-47, 
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| AN OLD FAVORITE 


As in Vorkuta, the AK-47 with Grenade Launcher attachment is very useful on this level. You might find one on a guard if you 
search around. Attachments are random, so you don't always find the same loadouts on your enemies’ weapons. 


When the second floor is clear, continue up to the third. A few more 
enemies wail for you upstairs, but nothing worse than the second floor. 


INTEL 


The first piece of Intel is easy to find on this tower's third 
floor. Look for it sitting on a desk to the right. 
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A ladder is on the 
other side of the 
room—climb it to 
reach the roof, 


When you reach 
the top of the 
ladder, an enemy 
is directly ahead. 
Sprint forward and 
melee him before 
he spots you. Then 
turn to your right, 
picking off another 
soldier by the rail, 


When the top floor is completely clear of snemies, you've completed 
your objective and can rest easy for a moment. 
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“CROSSBOW—EXPLOSIVE BOLTS. NOW!” 


You can find Woods back where you climbed up the ladder. As you approach, he hands you a special 
Crossbow with Explosive Bolts. 


Maa Protect Bowman and Brooks 
Directly below you, Bowman and Brooks are holed up next to a vehicle. Fire Explosive Bolts into 
approaching enemy vehicles to blow them up. 


Pitoct Hilemim and Hatks 
et : 


This special ops Crossbow with variable elle Mtatesi-MelelieminlComile lilo diim@e (cele st 
zoom comes equipped with several Explosive _ of soldiers is very effective. Even more 
Bolts. These bolts give you deadly precision effective, however, is firing a bolt into an 
Elite Mette ccmel lla icige (mel cel ls \-Me) Tatu alse explosive object, such as a vehicle or a 

gas tank. [his results in an immediate 
When you fire an Explosive Bolt, a explosive payoff. 
characteristic green light blinks where the 
projectile lands. The bolt then releases a The regular bolts on the Crossbow are 
massive explosion a moment later. deadly one-hit kill rounds. While they aren't 


P WEAPON: CROSSBOW as exciting as the explosive 


variant, they still pack a 





punch. The Crossbow makes 
an excellent sniper weapon 
once the explosive rounds 


run out. 


After both vehiclas explode, your team moves up a bit further, 
but more enemies arrive, Use your Explosive Bolts to continue 
decimating their ranks, 


You are safely out of the action, so you can take your time without 
worrying about getting shot. However, if you take too long, Bowman 
and Brooks eventually get killed, causing you to fail the mission. 
EE Secure the Line 
Altar you kill most of the enemies, you are tasked with firing a zipline 
above a window. Use the objective marker to fiqure out where you 
need to fire the line, and let loose to secure it. When the line is up, a 
breach event automatically triggers. 


BREACH 


You automatically switch to the MP5K as you descend the line. Fire through the glass to take out the front guy, and then 
| concentrate on spraying the right side of the room to prevent Weaver's execution. 





WEAPON: MP5K 


You start this level equipped with the new MP5K, a versatile 
medium-range weapon, but you don't get a chance to use it 
until the breach. 


Its equipped with a Laser Sight and an Extended Clip. This 
is your go-to weapon for the rest of this level. It's best at 


medium range, but can still take out enemies from afar. 


At short range, spray a rain of bullets from the hip, doing 


your best to keep the recoil from getting out of control. 


"I ee TO KILL DRAGOVICH.” 


Abort the Launch at the 
Auxiliary Control Bunker. 


After the brief intermission, you're back to your spec ops uniform 
and following Woods again. Jump over the ledge and follow him 
across the concrete bunker. Be careful to stay up top; going down 
below with Bowman results in a mission failure, 
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Tons of enemies are on the ledge up and to your left. Switch 
back to the Explosive Bolts (Left on the D-Pad) and clear out the 
enemies before you follow Woods up the ladder. 


With the enemies in the next area down, you can take point and 
proceed toward the objective marker, Move around the right side 
of the circular fance ahead. Use your MP5 to take down the few 
soldiers that arrive at the opposite end. 


When you reach the other side, more Soviets are holed up in 
the area below, Fire down on them with your Crossbow to clear 
the area. 


MORE EXPLOSIVES 


lf you run low on Explosive Bolts, you can switch out 
your Crossbow for another AK-47 with Grenade Launcher 
attachment. You should find one on the soldiers’ bodies in 
this upper circular area. 
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Stay low as you move down into the next area, and watch for enemies hiding behind crates. As you reach the end of this corner area, more 
enemies walt for you behind the railing on your right, in the slightly raised area. Carefully peek around the corner and pick them off with your 
MP5K. Be very careful of more enemies charging your position from your left. 


“MASON, BLOW A HOLE IN THAT ******* WALL!” 


Continue down the path until you reach a dead end. Woods tells you what to do. Move near the C4 outline and hold the Interact button. 
Move back down the stairs and squeeze the Fire triqger to blow the wall. 


ae AT Destroy Soyuz 2 


It's too late for your team to stop Soyuz 2 the 
This level's second Intel planned way, so you must expedite things 
is located in the room in with a Valkyrie rocket. Head back outside to 
which you blew a hole find the rocket launcher next to Woods. 
with the C4. It's on top of 
a computer bay on the The Soyuz 2 rocket is lifting off to your left. 
SCM CURE = | ook Up and fire in the general vicinity of the 
Soyuz. This is a protolype user-quided rocket, 
$0 once you fire it, you control its path with 
your Movement analog. 


This can be tricky the first time; you need to 
aim the rocket almost straight up into the air. 


You get only one shot at this. But even if you 
fail, the most recent checkpoint only sets you 
back to just before you blow the wall with 

the C4. 





“THAT'S A HELL OF A WAY TO TEST A PROTOTYPE.” 


Use the Sprint button to chase after Woods as 

he moves to evacuate the area. Use the Crouch 
button to duck under fallen rocket debris along 
the way. Ignore the flaming Soviets, and continue 
down the tunnel after Woods. 
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MORE OLD FAVORITES 

Before you descend the stairs, you can find a stash of KS-23 shotguns and Dragunov sniper rifles on the tunnel’s right side. 
The shotgun is useful for this last part of the level, so swapping out a longer-range weapon like the Crossbow in favor of the 
shotgun might be a good idea. 


The Dragunov is useful for picking off enemies at the ends 
of tunnels. So, if you like using a sniper scope, feel free to 


HONOMHLWIWM 


switch out your MP5. 











As you move downstairs, three enemies wait for you. Stay behind cover and pick them off. 
Wait for their reinforcements to arrive, and dispose of them before you mave forward, 


Stay close to Woods and provide him with fire cover as he advances through the tunnels. 
This |s a fairly straightforward section. As long as you watch out for grenade Indicators and 
stay behind Waods, you shouldn't have too much trouble advancina. 


Wayans 


This is the first section of the game where the enemies use grenades effectively. 
Keep an eye on your HUD for a grenade indicator, and be sure to avoid or toss 
back any that land close to you. For more info on grenade counter-tactics, check 





the Training chapter. 


When you reach the end of the tunnel, switch to your short-range weapon or your MP5. 
The first computer room is full of enemies, Use some grenades to soften them up, and then 
strafe out from the doorways to pick off the enemies one by one. 





One or two enemies like to hide in this section; be patient and wait for them to pop their 
heads out. Or, if you're the daring type, charge in with your shotgun and blast them before 
they get a bead on you. 











Another tunnel filled with Soviets awaits you on the other side of the room. Approach the 
tunnel entrance cautiously, and fire in with your medium- or long-range weapons. 


This area is tricky because the enemies are very accurate from this range, and there 
are unlimited reinforcements. The only way to get through this section is to push forward 
continually, moving from cover to cover. 


When you get hallway down the hallway, be very careful of the room on your right. Several 
more soldiers are in that room, and they can get a jump on you if you try to pass the room 
withaut engaging hem. 





| AK-47 ACOG 


The AK-47 ACOG has just the right range for this encounter. If you search around, 











you might be able to find one on the enemies you killed in the previous room. You 
also may find an AK-47 with Grenade Launcher, which is also a good option for 


Emilee 





When you reach the raom on 
your right, It's best to avoid 
moving into it directly. Move 
past the doorway and continue 
your advance down the hallway, 
using the crate directly ahead 
for cover. 


When there’s a pause in enemy 
fire at the crate, sprint ahead to 
the yellow vehicle at the corner 
of the hallway. This object gives 
you good cover, 80 you can 
clear out any lingering enemies 
in the locker room or dawn the 
hallway ahead. This method 
should also earn you a much- 
needed checkpoint. 


“INTEL fing 


Once you safely earn 

a checkpoint, return to 
that dangerous room on 
your right. Check the top 
of the computer desk on 
your right, just below the 
window to find the last 
piece of Intel for this level. 


A SAFER PLACE 
You automatically receive 

this Achievement/Trophy 

for completing this level. 


Clear the hallway and continue forward down this last hall. Watch out for three soldiers emerging from 
the smoke at the end of the hall. Find cover. 


As soon as they appear, back up to return to cover behind the crates. When you finally take down the 
armored soldiers, it's safe to move to the end of the hall, 
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TRANSMISSION# 4-5-1-4. 


Designate 
Location 


Mission 


NOVEMBER 

Khe Sanh Village, Quang Tri 
Province, Vietnam 
Investigate Soviet involvement 
in Vielnam 



















You start the level reuniting with Woods several years after the previous mission. You automatically 
follow him onto a nearby vehicle, where he gives you the sitrep on Khe Sanh, 


aw 


“LOOKS DON’T COUNT FOR **** IN 


THE JUNGLE. THIS IS "NAM, BABY!” 


$.0.G. 

S.0.G. stands for Studies and Observations Group. This highly secretive, elite black ops 
unit performed anti-Communist intelligence gathering and classified missions throughout 
southeast Asia in the 1960s and 1970s. 


After the cinematic, carry Hudson down into the trench. 
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Get Hudson to the Bunker 


Hudson recovers from the shellshock quickly. After you put him 
down, follow Woods through the trenches. 
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TTT Defend Khe Sanh. 
____ Clear the Trenches. 
A huge force of North Vietnamese Army (NVA) soldiers are 
approaching on your left. You can fire into the field for a few 
moments, but follow Woods as soon as he moves on. 





When you win the fight with the NVA soldier, move up to the crates. 
Use your M16 to clear out the attackers approaching down the 
trench and moving overhead. Staying behind these crates before 
you push forward will keap you safe, 


You can either continue forward In this area or turn the next corner 
to follow Woods and Hudson. If you turn the corner, more enemies 


attack from above the trench, while another set bum-rushes Hudson. 


Don't worry about Hudson—he'll be fine—instead, focus your fire on 
the soldiers above you. 
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You automatically start this level with the Masterkey variant 
of the M16. This one gun can cover all ranges. If you press 
Leit on the D-Pad, the gun switches to a four-round shotgun 
mode, which is excellent in short-range combat. The 
Masterkey shotgun has extremely limited reach, so use it only 
at pointblank range. Otherwise, the gun operates exactly like 
other M16s you have used in previous levels. Unlike in MP, 
this M16 is fully automatic. 











Follow Woods through the trenches and provide backup fire. When you see the flamethrower soldier, be sure to take care of him. More 
close-up battles awalt as you follow Woods and Hudson deeper into the conflict. When a tank falls in front of you, go prone and crawl 
undemeath it. 


“WE GOT A LINE OF NAPALM BARRELS TWENTY YARDS OUT.” 


Stay behind Woods as he assesses the area. Hundreds of Infantry are advancing on your position from the nerth. 
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Hold the Line 


Switch to your M60 and-advanee dawn the tranches. It's now your job to detonate the 
napalm barrels out in the field to try to stem the tide of advancing troops, As you move 
around the corner, fire your M60 at the approaching enemies, and continue moving toward 
your navigation marker, 


When you get to the detonation switch, pick it up via the Interact button. Do nat triager the 
switch until Woods gives you the order. 


After you blow the enemy line, switch back to your M60 and pick off any survivors. You 
must equip and use another detonator before you go for the LAW rockets at the end of 
the trench. 


Dont let the “light” in “LMG” foo! you; the M60 is a gigantic machinegun 
with extremely high damage and a tremendous clip size. However, the M60 is 
| accurate only if you use Aim Down Sight while you are stationary. The M60 
| iS One Weapon you want te fire in brief bursts to ensure high accuracy and 
r WEAPON: M60 | | efficiency. The 
—— reload time 
| is nearly ten 
seconds, so get 
Clip She | r00 the most out of 
Range | Medium Range =e each reload. 


i ae 
Weapon Typ Light Machined un 


You must now get to the end of the trench to reach the anti-tank LAW rockets... Easier said 
than done. 


Fire at the advancing troops on your left with your M60, When you have an opening, stay 
crouched and move up to the newly opened hole in the sandbag wall to your right. Back 
down the hole toward Woods, cutting down any advancing enemies with your M60. 


As you face the approaching enemy, a bunker bullding with a LAW rocket is on your left. 
You can switch out your M60 (which is likely empty by now) for the LAW, Now, quickly 
switch back to your M16 and watch the door for any late-arriving enemies, 





MORE LAW 


if no one shows after a few seconds, It's safe to switch back to the 

LAW and pop your head up. Fire LAWs straight Into the three soil More LAW rockets are located further up the hill. If you have 

located In ne area. When the three tanks are emoking) OUT BHT trouble getting to the one described in the walkthrough, try 

support arrives and cleans up the rest of the advancing enemies. rushing up the hill to the sandbag bunker. There, you can 
find an unlimited supply of rockets. 


Continue following Woods up through the trenches. The area Is 
relatively safe at this point, so you can search around for additional 
Weapons, Among the weapons you can find are an Mi4 Grenade 
Launcher, a China Lake, a Stakeoul Shotgun, more LAWs, and an 
M60 ACOG. 


We recommend you switch your LAW out for an M60 ACOG, 


INTEL 


The first intel piece is hidden amongst a large number of crates 
in this tank showdown area. You can find it directly across 
from the downed soldier holding the LAW halfway up the hill. 
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“WHAT'S YOUR STATUS?” 


Fallow Woods and Hudson down the ladder to a hill outside. The NVA are advancing on the hill, Stay behind cover and wait for Woods to 
move down. Use your M60 to pick off enemies as Woods moves forward. Clear out the enemies in the bunker section on your right, and then 


follow Woods. 
Reload your M60 and move toward the arms bunker on your right. Clear out the NVA inside to give your marines accass to the ammo stock. 
Now your abjective is to rush down the hill and kick over two of the napalm barrels to create a literal firewall against the advancing troops. 


This Is a challenging proposition, as the enemy has unlimited reinforcements coming up the hill. The best way to accomplish this Is to focus 
your fire on the enemies near the barrels. As soon as you get an opening, switch to your lighter weapon and sprint dawn the hill to the 
barrels. Hold the Interact button to kick two barrels down the hill. 
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INTEL gaa 


The second Intel plece is a tricky find, located in one of the area’s bunkers. To find it, move to the northeastern corner of the 
hill's base after you clear out all the enemies with the napalm. Turn 180 degrees around, and you should see a bunker room 


sile-lead\'MleMigeliim@e) melt p 


Enter the bunker to find the Intel 
sitting In the window on the right. 


This should clear the hill and trigger a checkpoint, Stay in cover as your allies move up and pick off any stragglers. 
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Retake the Hill 


“THOSE ARE OUR OWN MORTARS. 
DO THEY KNOW WE’RE HERE?” 


When this area is safe, stay very close to Woods as he rushes to the next area, 
Use the fallen trees for cover, and fire at the enemies up the hill with your M&O, 






The enemies up the hill have excellent cover. Use primed grenades to flush 
them out. Wait for Woods te continue moving up the hill, and follow him, firing 
on any NVA you see. Watch for the flamethrower soldier up to the right as you 
advance—use your M60 to take him out from a safe distance. 


“SHOVEL! TWO FIVE ACTUAL! 
CEASE FIRE! CEASE FIRE!” 


The enemies don't stop coming at this point. To get past them, you must push 
up the hill as quickly as you can. The bast route is up the right-hand path. 





Kill any enemies perched at the end of the path. When it's clear, you have a few 
seconds to sprint up the hill. If you start taking shots from your left, immediately 
go prone and get ready to clear the enemies at the end of the path again. 









When you make it to the top, turn back to your left and fire on the enemies until 
Woods and the marines make It up to your position. 


_e 


When Woods gets ahead of you, cautiously follow him, A lot more NVA are il 


further up the hill. 
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“KEEP PUSHING!” 


Use cover and advance slowly, The only way to progress here 

is to continue your advance by moving from cover to cover. 
Continue moving toward the objective marker on your screen, and 
immediately go prone If you start taking shots. 


If you get to the top of the mountain, a huge blast detonates near 
you. Don't give up—yau still have a chance. Save Woods by scoring 


a shot on the NVA soldier standing over him, 


Follow Woods through the destroyed bunker. 


INTEL fy 


The last piece of Intel is located about halfway through the 
destroyed bunker. Look for the soldier stumbling around in 
a daze from shellshock. The Intel is on a wooden shelf just 
behind the soldier. 





EE Get in the Vehicle 


Once you're back outside, join Weeds and Hudson in the running 
vehicle. Your ride is equipped with a TOW rocket launcher and 
an M60 on the back, but you start out with a normal China Lake 
grenade launcher. 


WEAPON: CHINA LAKE 
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Range | Long Range 


anon Tyed | Grenade Launehes 


The China Lake is a Superbly accurate grenade launcher, 
and it’s the best way to get grenades directly into your 
enemies’ midst. 


The China Lake fires in a much more direct arc than the 
assault rifle grenade launchers do, making it much easier to 
aim at enemies. 








Destroy the Six T55 Tanks 


Use your M60 and China Lake to keep the enemies around you at 
bay. TOW rockets are user-guided, requiring you to steer them into 
your target. 


Each time you stop, you must blow a tank clearly highlighted with a 
red target. Some shots are easier than others are. Take your time 
and make sure you don't have to steer around any tough obstacles 
before you fire, 
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TOUGH ECONOMY 
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Controlling the rockets is Identical to the Valkyrie rocket you Lised to blow up the Soyuz earlier. Use the : 
TOW rackets are 


Look Analog to steer your rockets straight into your target. 





_ expensive. Save the 
The first tank is a straight shot. US dolemment suite 

mo ney by using your 
Destroy it, and Woods drives you to position two, where you must target two more tanks. Both of these TOWs efficiently to earn 
tanks are easy shots; just be sure you stay high enough to avoid the ground. this award. Don't use 

more than six rockets to 
The last three tanks are a bit trickier. Take them in order from left to right. Wait a few moments for the destroy all the lanks to 
left tank to get into a better position, and then fire high, steering the TOW rocket down into it. Now fire accomplish this fiscally 


straight shots as quickly as you can to the fifth and sixth tanks, If you wait too long, they can send a tank conservative goal. 
round into your vehicle, 
















' 

Take your: time and make 
ure you have a clear shot 
fore you fire. Be very 
i to avoid steering 
ther rocket too close to the 
alll ‘ground as you approach 
the tank—it tan result 

es an early explosion. 

= 4 Also, b be sure to avold 
Th, hitting boost or remote 
detonation if you're going 
for this achievement. 
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LOOKS DON T COUNT 
“You earn this Achievement/Trophy automatically for completing this level on any difficulty. 
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TRANSMISSION# 20-8-5-18-5. 
Designate: OSCAR 

Location: Hil City, Vietnam 
Mission: —-Extract Soviet defector 
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“THIS IS WHERE IT REALLY STARTED 
TO UNRAVEL FOR YOU, MASON.” 


This level is another S.O.G. mission with Woods. After recovering, you are armed with a new weapon: 
the SPAS-12 shotgun. 
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range, and it reloads significantly faster than other shotguns you've used earlier in the game. 


WEAPON: SPAS-1 Tiina With the incendiary rounds, 


- the SPAS-12 becomes hell on 
earth for your enemies. It can 


em 





Clin Size instantly kill several enemies 
_ Range | Short to Medium at once, lighting an entire 
Weapon Type | Shotgun room full of enemies aflame. 


Thy ckeoijil Neachod 


You have 70 rounds of incendiary ammo, so feel free to use the 
weapon throughout the early part of this level. 


Extract the Defector and Intel 


Proceed out the door and take point, killing any Vietnamese soldiers 
that get in your way. While several NVA soldiers are in this burning 
building, none of them stands a chance against your weapon, As 
you plow through their ranks, aim low to ensure you don't miss. 


WATCH THE CIVILIANS 


This is a normal business office, so, while it is filled with 
enemy soldiers, quite a few civilians also run around in the 

carnage. Be sure to shoot only people wearing uniforms—if 
you accidently kill a civilian, it's mission abort. 

















As you advance, you get some helicopter support. Hang back while 
the chopper's MG tears through the enemies ahead of you. 
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“THE WHOLE DAMN 
BUILDING’S OVERRUN!” 


Advance further into the building, and Bowman rappels down in 
front of you. Give him support from behind the desks as you get an 
update on your mission sitrep. 


THE DRAGON WITHIN , 
tf you stick to using your shotgun's Incendiary rounds on 
this level, this Achlevement/Trophy will unlock in no time. It 
takes about ten confirmed kills for the award to trigger. 





> Achieunent oalished 
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Continue through the office, but be warned: some civilians are held 
hostage in the room ahead. When you approach this room, you 
must avoid shooting the flesing civilians in the foreground and take 
down the enemies in the back. You may want to switch to your 
Commando assault rifle for better precision. 


When the room Is clear, switch back to your SPAS and proceed 
to the next room. Shoot the two soldiers at the balcony on the left, 
hang back, ane watch the enemy across the way throw a Molotov. 
Switch to your Commando rifle and pick off the enemies firing on 
your position from below. Several enemies hide in the flames, so 
be sure the area Is clear before you move down the staircase. A 
grenade from your Commando can help clear the area. 












The safe room is just downstairs, but the enemy has already breached |t. Watch out for enemies from 
above, and help Woods and Bowman clear the room. 


When you're finished clearing 
the room, move to the far door 
to activate a breach. 


The next area is full of enemies. 
Stay low and use your SPAS 

to kill any enemies that get too 
close. When you get to the 
large war room, switch to the 
Commando and kill the enemies 
hiding behind cover on the 
opposite side. 


A bunch of enemies defends the lower part of this area. Move up to 
the railing and rain fire down on them with your SPAS. If a couple 
survive, flush them out with a tossed grenade, 


Follaw Woods downstairs to the next breach door. 


BREACH 


Reznov does the heavy lifting on this breach. 


BREACH 


Your primary target on this 
breach is the shotgunner 
that charges through the 
door on the right. Shoot 
him with your SPAS, and 
then finish off the NVA at 
the desk. 


| MORE DRAGON'S BREATH 


You can find more Dragon's 
Breath for your SPAS in the 
small, improvised armory 
on the right side of this 


large room's upper area. 
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“| AM HERE WITH A WARNING THAT YOUR 
GOVERNMENT WOULD DO WELL TO HEED.” 


Follow Reznov as he leads you outside to the streets, 





Before you follow Reznov outside, you can find this level's 


first Intel piece in the small room to your right. If's easy to spot 
sitting on a desk in the open. 





Get to the LZ 


Outside, Woods and Bowman rendezvous with you. Follow them through the streets up to the soldier 
with the radio, Hold the Interact bution to commandeer the radio from him. You now have the ability to 
call in Airstrikas. 


- = — = - 
Flint taane UF iG me : = ai 
= 


Cavin rd elcid Of rally. tn hee! 
al 


Intol Aaguirnd Olid Wea iT) ae : 


F 
7 


Takn Hidio 


) AIRSTRIKES 


You can now call Airstrikes for much of this level. To aim an Airstrike, look around to position the green cursor on your desired 
| target area. Try to fire on large groups of soldiers. 


When you find a good position, press the Fire button and a helicopter soon arrives to clear out the position with dual MGs. 





RAINING PAIN — 
You can earn the special Raining Pain Achievement/Trophy 
_ In this part of the level by using helicopter strikes against 


Activate your 
first Airstrike on 
the bullding to 


your left, the enenies here. Kill 20 enemies with your air support to 
receive the award. 

Stay behind 

cover and wail | Be sure to achieve this goal before you move off the streets. 

for your squad 


to receive the 
move-out orders. 
Jump back down 
to streat level, 
and remember 
that you can call 
more Airstrikes 
at anytime by 
pressing Right 
on the D-Pad, 


if you find a building filled with enemies, continual Airstrikes 
_ ate a good option for racking up the reaulred kills. | 
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After Texas blows the top off the tank, continue calling in Airstrikes 
on the surrounding buildings. When all the buildings are smoking, 
it's safe to advance. This is a good spot to try to earn the Raining 
Pain Achievement/Trophy. 


Move to the building doorway on your right where Bowman is 
crouching. Switch to the Dragon’s Breath and clear any enemies 
inside, Peek outside and unleash another Airstrike on the fortified 
enemies across the streel. 
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Keep deploying Airstrikes until all the buildings in the area are 
smoking. Pick off any stragglers with your Commando, and move 

up to the metal rail. Wait for Woods to open the gate, and follow him 
onto the street. Anti-aircraft weaponry is spotted in the area, so your 
chopper support bails, 


Call in a second Airstrike on 

the building at the end of the 

sireet, and follow the armored 

vehicle. Don't follow too close, 

as it explodes when it reaches roughly the halfway point down the 
next street. 


Chitin! Raehad 


Press GJ! to targot alr eunpet 


An NVA tank will appear from an alley to the left. Tag the NVA tank 
with an Airstrike attack and take cover in a nearby building. 


INTEL | | 


While you take cover, you can grab the second piece of 
Intel. It's located in the building at the corner of the street, 
| back the way you came. 
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Look for two cars—one blue, one white—parked in the 
street. The building directly behind these cars contains the 
Intel on a desk in the first-floor room. 
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Destroy the ZSU Gun Emplacement 


Follow Woods closely and help him open the door by quickly pressing the Interact button. 


“STILL IN ONE PIECE, MY FRIEND?” 


After you recover from the explosion, switch to your Dragon's Breath and move up the stairs. Kill the two soldiers at the top, and then blow 
oul the window on your right. Kill the enemies behind the window, and then move out through the windowpane. 





You're teamed up with Reznov again, just like at Vorkuta. Move outside and kill {he five NVA that arrive to defend the ZSU. When the area Is 
clear, move to the building below the ZSU. Look up to plant the C4, get out of the way, and blow out the floor. 





EVERYONE LOAD UP, WANT Gaympres. are | To get the last piece of 


special mines that 
Intel, you must sacrifice 


TH S LZ SECU R E . ' eccrine as some of your setup 


| enemy passes : 
time to explore the area, 


through the laser : 
The Intel is located Ina 


tripwire on one side. 


Setup Defenses to Defend the LZ 





The chopper doesn't have enough room for everyone, so you have to set | building at the square’s 
Up defenses to hold the area until the chopper can make another run. | it's important northeast end. Look for 
Look near the MG in the middle of the area to find some Claymores. The ss ee RAL a blown-out brick wall. 
NVA atlack from the northeast, so quickly set up the Claymores in thal | C E ‘ Enter this building to find 
direction—you have only a few seconds before the attack commences. siderably the Intel on a wooden 


| toward the enemy, as 
F Jan Stand in the open. 
_ they are more likely 


“LOOKS LIKE WEGOTTAWAT—-- a am 


to detonate and 7 
inflict major damage. i aa if, | 


_ You have very little 


_ time to place your 
Claymores here, so 
don't worry too much 


about placement— 
_ just put them down 
as quickly as 





lf you're playing on a lower difficulty, you can use the MG in the 
middle of the area to shoot down the enemies as they emerge from 
the smoke clouds. On harder difficulties, stay in cover off to the side 
and carefully pick off the enemies. 


After roughly two minutes, the NVA pulls back to regroup. Move to 
the area's rearward, western end and find good cover in the blown- 
out area. A tank arrives to the northeast. Stay behind cover—nonie of 
your weapons can damage the tank, 
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GOOD HIDING SPOTS 


You don’t have to kill anyone for this last sequence. If you find a good enough hiding spot, you can just wait for the end of the 
level and rush out to the last checkpoint during a break in the gunfire. If you want to take the, uh, less...brazen...path, hide in the 
room where the third piece of Intel is located. 


Stick to this building's southwest corner, facing the double windows. Use the Dragon's Breath to kill any enemies jumping 
through the windows. 


When Bowman says, “They're pulling back,” return to the main area. 


Soon, the radio informs you that the Navy is on its way to rescue 
you. Call in an Airstrike on the tank, and then sprint for the level exit. 
You have only twenty seconds to make it out—no time to watch your 
Airstrike take down the tank. 


SOGRULES G 


You automatically earn this AchievemenUTrophy for 
completing this mission. 
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Location: : 


Target: 


ENTRANCE FROM 


Kowloon City, Hong Kong 
Dr. Daniel Clarke 





“YOU LED THEM RIGHT TO ME!” 


Your interrogation is interrupted by people that want the doctor 
much more than you do. You need the information from the doctor, 
so it's your job to defend him. 


SYSISNNN Sees 


Take cover behind the tabla with Weaver and fire on the enemies 
with your C275 pistols. 


‘The C275 Dual Pistols are for desperate accurately, and they deliver low damage. The 
situations only, They are very hard to fire pistols’ one advantage is their large clip size. 
. Unless you are going for the 
~ WEAPON: C275 DUAL PISTONS sm Double Trouble Achievement, 
| switch out these weapons as 

soon as possible. 


¥ 
| 


Lip size 20/70 
Sikiy | To fire the left gun, squeeze 
the Aim Down Sight triqger. 


hafitii Short Range 


Weapon lyoe | Pistol 


Whatever you do, don't advance on the enemies—a canister of 
Nova 6 gas eventually blows up down the hall. Coming in contact 
with the gas means instant death. 





DOUBLE TROUBLE | | 
Yeu need to use only dual-wlelding weapons throughout 
this level to earn this Achievement/Trophy. That means 
you're stuck with the pistols for now. However, you get 

access fo SMG upgrades early In the levei. 


You can complete this goal 
on any difficulty, so'we 
recommend you try for It 
on tha Recrult setting. 
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INTEL 


Don't miss the first piece of Intel before you climb the ladder 


alter the doctor. You can find it in this first room's back 
area, on a desk in the doctor's lab. It's next to his old-school 
personal computer. 
















After the gas fills the corridor, follow the doctor up the hatch on 
your right. 


Escape with Dr. Clarke 


Upstairs, the doctor reveals that the Spetsnaz are the ones after 
him. Spetsnaz are Soviet special operatives, and they can mean 
serious trouble, 





Around the first corner, a couple of civilians run by, so be careful you 
don't shoot them. 


Use your pistols to finish the enemies at the end of the corridor, 
Cautiously approach and search the ground for some replacement 
weapons, You should be able to find a SPAS shotgun and a Kiparis 
SMG. Both guns are good choices for the upcoming section. 





Climb the stairs and kill the agent in the window on your right. Follow Clarke and Weaver Wi tanin 
outside lo the roof area. You must now follow closely and Sprint Jump over the ledge to the 
next area. Sprint Jumping can be tricky; you must be actively sprinting when you reach the 
edge to make the jump, so don’t start your sprint too early. 





A sniper rifle can be handy on this 

level, and you can find the classic 
Russian rifle—the Dragunov—on the 
guards on this rooftop. 





While you can get by with an assault 

| rifle, the extra range that the Draqunov 
provides can be useful in some of the 
level's tougher parts up ahead. 
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_ INTEL 2 Pe om 
(ON. GROUND UNDER ISHED) 


“YOU’RE VERY WELL-PREPARED FOR A DEAD MAN.” 








After you make the jump, wait fer Dr, Clarke to move the refrigerator, revealing his weapons stash. You can pretty much take your choice of 
weapons here—almost everything from this era is available. 


The G11 and the China Lake are both good choices, but be sure you take long-range and short-range capable weapons. |f you are gaing for 
the Double Trouble Achievement/Trophy, you can get a pair of dual-wielding Kiparis, which are a major upgrade to your pistols, 


WEAPON: KIPARIS = 


i a Tite | ul Lina his 
HERON Wot | SUT dt 


The Kiparis is a solid short-range choice with a decent clip 
size and excellent damage capability. Don't bother trying for 
headshots with the Kiparis; just spray the middle region of 


your target to take it down. 





SHISGWNN See 
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Switch to your short-range weapon and stack up behind Dr. Clarke. When he opens the door, clear out |he enemies standing in the hallway. 
Take cover to avoid the Incorning fire from reinforcements, and watch out for grenades. 


Stay low and move down the hail with your short-range weapon. A flashbang is set about halfway down this hall, Fire blindly down the 
hallway to kill any enemies trying to take advantage, 





Be wary of enemies jumping you 
at very short range from either 
side of the hall. When you come 
fo the end, you should see a 
greenhouse-typa deck. Watch 
for enemies on your right—blow 
them away with your short- 
range weapon. 


The enemies here are dressed 
in full dark gear, which can 
make them difficult to sea, 
Proceed forward carefully, using 
your shotgun or submachine 
guns to clear any enemies 
before you press forward. 


“YOU SURE YOU KNOW 
WHERE YOURE GOING?” 


When you reach the end of the outer hallway, a set of enemies 
defends from the bullding opposite, Use your long-range weapon to 
shoot them through the thin, corrugated metal, 


Some tricky-to-spol enemies are down below on your left, Be sure to 
pick thern off before you stick your head out too far, 


When you don't see any more enemies, you can safely jump down 
to the roof below. 


This area is chaotic and completely covered by enemies. Whatever 
you do, don't rush forward. Instead, hang back and take cover 
behind an edge of the roof. Fire on the enemies advancing from the 
right, and be sure you kill all the enemies you can see before you 
proceed, 











Weaver goes over the top of the building. Instead of following him, go around the roof's lower-left area. Use your short-range weapon to kill 
any enemies here, and peak around the corner to ensure there aren't any snipers |n the buildings around you. 


Move forward toward the objective point, watching for enemy heads popping up from the building opposite. 


SHASWON eee 


After you reach the objective, descend the stairs and move up to the next doorway. Several enemies are inside: three low, and two high 
toward the back. 


Use your long-range Weapon to clear the area, When the snipers in the back are down, you can safely move forward, Hudson automatically 
grabs a nearby pipe to sllde down as you approach il, 


“DRAGOVICH IS GOING THROUGH A LOT OF 
TROUBLE TO SHUT YOU UP... WHAT ARE YOU 
NOT TELLING US?” 


Crawl along the wires and stay quiet while the two enemies pass below. When they do, fire down on 
them with your short-range weapon, and continue along the rooftop. 


Be very careful not to fall down the small gap between the two rooftops as you follow Dr. Clarke and 
Weaver, As you move forward along the rooftops, you automatically enter breach mode, sliding down a 
rooftop into a group of enemies. \ 





BREACH INTEL 


Before you slide down the roof, switch toa fully automatic This level's second Intel piece is lacated behind the 
Weapon. You can make this breach a lot easier if you blow up corrugated metal in the aréa where you land after you slide. 
the red barrel sitting conveniently amidst this area's enemies. Grab it while you wait for the doctor to blow up his lab. 
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The doctor destroys his awn lab to prevent the Nova 6 {rom falling into the wrong hands. A weapons stash is on a shelf |n this lower area, 
Stock up on any ammo or weapons you need before you continue after Dr, Clarke. 


The combat ahead is similar to the previous rooftop encounter, so equip your favorite weapons for this type of battle. 


Before you jump down to the lower roof section, shoot the enemies defending from the deck and windows on the area’s left side. Then turn 
your attention to the enemies in the right bullding. Be cautious of the enemy in the lower window—he's armed with an RPG. 


Now, edge forward looking down, Many enemies swarm in below. Before you advance, kill them with your lang-range weapon from behind 
cover, Once you dispatch most of the enemies, sprint straight ahead and down to the balcony designated with the objective marker. 
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Equip your short-range weapon, crouch, and slowly advance into the 
apartment. As you get halfway in, an enemy breach occurs. Fire through the 
smoke with your short-range weapon to kill the breaching enemies. 


Be careiul—two more enemies are in the hallway beyond. Reload your 
weapon and proceed down the hall. Unload your weapon down the narrow 
hall to clear the way as soon as the enemies appear, 


When you reach the end of the hail, the Spetsnaz breach from the floor 
above. Use your short-range weapon to kill the enemies that drop through, but watch out for the one operative who remains on top—he can 


be deadly with his SMG. 


Follow the doctor's instructions and the objective markers to make your way down the balconies into another apartment. Stick with your 
short-range weapon as you move through this area; enemies attack In small numbers at close range. 


“WEAPONS AND AMMUNITION—GRAB WHAT YOU NEED.” 


When you make it back outside, temporarily switch back to your long-range weapon and pick off the two enemies defending the blown-out 
building. You can find another weapons stock inside. This time, you must defend against advancing enemies; keep this in mind as you 
choose your weapons. 


You can find a Grim Reaper 
rockel launcher in the area's 
front-middle section. While it's 
very cool, it’s not very practical 
for defense. We recommend a 
shotgun and a submachine gun 
for defense. 


Melt] 3 for Spewetne 


TR 


HONOHHLW THM 








TO 
g332569 


PEMORANDUM 
IES DIVISION 


B Oo) 
_— a : | 
BSC ULITEC Ly 


= | 
= # 


oe ai 


Defend Against the 

‘Spetsnaz Assault 
When the Spetsnaz start to flow in, just stay prone behind cover 
and fire on any enemies that get close to your position, It takes the 
doctor only about 30 seconds to open the lock; when he does, follow 
him out the door, 


“JUST ONE MORE LEAP OF FAITH.” 


Follow the doctor down. When you reach the last ledge, you have to Sprint Jump to make it across and save him. Now Weaver shows you a 
path down. Be careful to eliminate any Spetsnaz before you jump down to any rooftop. 


INTEL 


This level's last piece of Intel Isa tricky find. Just before the final jump, you can turn around and find it covered In garbaqe. 
You'll know you're on the correct platform when you are looking at a yellow-lit wooden structure. When you see this, turn 
around and look for the Intel covered in trash. 


















When you reach the bottom of the rooftops, move forward to slide 
down the plank onto the awning. Unfortunately, there's no way to 
avoid losing your weapon here. Grab the nearby pistol and do your 
best to fend off the attacking enemies for a few moments until your 
extract arrives and takes care of any stragglers. 
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You land prone, so it can be very difficult to avoid taking damage. 
Focus on shooting the enemies in the back row, because they inflict 
the most damage and are armad with SMGs. 
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BROKEN ENGLISH 


You automatically receive this Achlevement/Trophy for 
completing this level. 
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TRANSMISSION: 23-8-15, 
Designate: DELTA 


Location: 
Targel: 


Doctor Friedrich Steiner 







Arctic Circle 


(BY ORDER OF RUSSIAN 
COMMAND: D0 NOT KILL) 








“DISOBEY... 
AND YOU WILL BE SHOT!” 


You are now playing as Reznov in a post-WWII episode. 
When the level fades in, follow Petranko down the hill to the 
troop transport truck, 






Pulluid Palit y 


(lalla ie) Gigaitistetl 














Reznov's primary weapon is 

the PPSH submachine gun. 

This is an excellent weapon 

to use throughout this level. 

Cup San [85 The PPSH has an extremely 
_| Shor! to Medium Reege = high rate of fire and inflicts 


SUDMACHING Git ratetelsieei te damage. 


“THESE MEN ARE NOT TO BE TRUSTED...” 


This battle is against the last holdout of the Nazi resistance In a remote science base in the Arctic Circle. 


Assault the German Base and Find Steiner = 


When you regain control of Reznov, pull out your Mosin Nagant rifle and move down the hill. 
The Nazi resistance |s light, and it's easy to proceed forward. Pick off any outcroppings of enemies, 
but fogus on advancing. 
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The default Russian rifle serves you well on this mission, 
and it's an ideal alternate weapon for the PPSH. If you like, 
you can switch it out for the STG44 that some of the Nazis 
use on the battlefield ahead. They both operate at the same 
range, but the STG44 is fully automatic. 












As you march down the hill 
toward the objective point, 
watch out for German soldiers 
hiding in the building on your 
left. Spray the windows with 
your PPSH to kill them. 











“THEY ARE TRYING TO SURRENDER...” 
“THEY HAVE TRIED BEFORE. DO NOT LET THEM.” 


When you reach the end of the hill, the next objective marker leads through a garage with 
a snow tank. From here, the Nazis start surrendering to you as you approach. This entira 
process is chaotic, and it's safest just to kill all the Germans because Inevitably some of the 
Nazis stand and fight. 


Take your time as you advance, and focus your fire on the Germans attacking you. The line 
of opposition leads you to a two-story building filled with Nazis. Clear out the enemies from 
cover, and then advance Inside. 
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INTEL 


The first piece of Intel is on this building’s 
second floor. Head upstairs and look for the 
red-lit room. The Intel is located on a wooden 
table in the corner. 


When you've destroyed the bridge, continue your advance to the 
next building. Switch to the PPSH and spray a clip into the building's 
doorway. Watch out for a German hiding behind an upturned table. 
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Clear out the 

building and 

proceed up the 
The next area is heavily fortified with Germans. These guys aren't stairs. When you 
as willing to surrender. reach the top, toss 

a smoke grenade 

at the front of the 
hangar to kill the 
apposition pooled 
out front. 





You are now equipped with special smoke grenades. Use these 
grenades to call in mortar strikes on enemy positions. 





A machine gunner is on a bridge ahead, To advance your squad, 
you have to take out this bridge wilh your new mortar grenade, 
Sprint into the long building on your right, move to the doar on the 
other end, and toss a smoke grenade at the bridge. 
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(Carefully move 


Sea toward the hangar, 
but be ready for 
more enemies to emerge. Toss another smoke grenade as soon as 


enemies emerge, and retreat 10 cover. 


INTEL hee 


The second piece of Intel is located in this hangar’s back 
room. You can find it ona desk out in the open, 








With the front of the hangar clear, it's safe to move inside, Enter the 
hangar and approach the metal door to proceed to the next area. 
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“AFTER THIS MISSION, "rg : 
DO YOU THINK WE WILL GO HOME?” 


The last line of German resistance lies ahead. Take cover behind the snow bank and toss 
another mortar smoke grenade at the MG42 on the next hill. When you see bodies flying in 
the air, It's time to push forward. 





Proceed to the left of the machinegun embankment and toss a grenade into the doorway. 
Clear oul any survivers wilh your PPSH. 


Peek your head out and toss the rest of your smoke grenades toward the Nazi resistance 
by the bridge. After the mortars land, move in with your PPSH and carefully advance toward 
the doorway marked by your objective target. 






2a 


You can’t destray the machinegun this time around, so be careful to stay clear of its ranae 
by sticking to the area’s left side. 





One last building to clear. Head inside with your PPSH and spray the enemies as they 
mave out of caver to confront you. When you reach the rooftop, use up your remaining frag 
grenades to kill the last line of defense before Steiner, 





“,..BUT | WAS A SOLDIER THEN. | STILL BELIEVED IN ORDERS.” 


After the brief Interlude, follow your squad inside the ship. 


TP Secure the German Weapons 


When you're inside, follow the objective markers to the next area, 





After the extended cinematic, you have to contend with a new enemy: British Special Forces. 
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OBJECTIVE 


“GO, FIGHT OUR WAY OUT!” 


When you regain control of Reznov, the 
British fire explosives through the Nova 
6 testing chamber and blow the doors off 
your cell. 





When the way is clear, move up to the 
doorway. Reznov realizes he must 
destroy the Nova 6 WMD before he 
escapes the ship. 
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There's no need to rush yet, as British Operatives have entrenched themselves in the next room. Take your time and advance in a crouched 
position toward the large rocket room. More spec ops rappel down from the ceiling, Stay behind the crate and kill them as they arrive. 


Once you eliminate all tha enemies in the area, move in toward the rocket marked with the Objective indicator. Hold the Interact button to 
arm the dynamite, Once it's armed, you have three minutes to escape the ship before it explodes. 








EUAN Escape the Ship before the Detonation —_ a 


After you arm the bomb, you must shoot a glowing support beam on your left to knock down a nearby 1o earn the Light Foot 
walkway that leads up to your escape. Sprint up the walkway and turn right when you reach the corridor. Achievement/Trophy, you 
Watch out for the two special operatives at the and of the hall. Spray them with your PPSH and turn left must escape the ship in 
when you get back outside. 45 seconds on Veteran 


difficulty. This leaves 
YOu practically no time to 
engage the enemy. 


To complete this goal, 
practice the laval a faw 
times on lower difficulties 
to learn the path out. Avoid 
attacking enemies, and 
focus on sprinting from 
point te point. 
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If You aren't going for the Light Foot Achievement/Traphy, you can take your time as you fight your way to the front of the boat. Shoot! the 
British operatives climbing the ship with their backs to you on your right. An explosive barrel there can make the job a lot easier. 


When the British men are down, turn your attention to the traitorous Russian soldiers on the bow above. When the bow is clear, its safe to 
sprint up to the top. 


INTEL 


Before you exit the ship, you can find the last Intel on the ground in the snow at the ship's bow. 


When you reach the top, look for the rappelling line to hook up and 
conclude your escape. 


SOME WOUNDS NEVER HEAL | 


You earn this Achlevement/Trophy for completing 


this mission. 
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TRANSMISSION@ 14-15, 

Designate: XRAY 

Location: © Knontum Province, Vietnam 
Targel: Soviet Colanel Kravehenko 
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BOT. MASON, A 
MISSION REQUIREMENTS 


Solécitation of Funds. 
Solicitation of Weapons. 
Solicitation of Bquipment. 
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“| NEED SOME HELP HERE!” 


You start this mission ina crashed helicopter. When you gain control 
of Mason, shoot the two NVA firing at you from the front of the 
helicopter. Rapidly press the Interact button to escape the helicopter. 





VICTOR CHARLIE 
“Victor Charlie” refers to the U.S. call sign for the enemy 

you face in this level: the Viet Cong. The Viet Cong are the 
guerilla forces entrenched in South Vietnam, and they're a 
major threat to U.S. and South Vietnamese forces alike. 







After you're clear of the helicopter, swim forward to your objective marker. You automatically take control 
of the enemy on the boat. Use his weapon to fire into the enemies ahead and to the leit, 


Swim forward to the riverbank and kill the two soldiers on the cliff. Stay low and behind Woods, picking 
off enemies as they charge out of the jungle toward your position, 
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Rendezvous with Whiskey Team 


Follaw Woods up the river. Mason automatically switches to his knife, Swim toward the Viet Cong boat directly ahead, When you get about 
15 meters away from the boat, dive below the surface and swim toward the boat underwater, 





Be sure to stay underwater as 
you approach the boat; if you 
pop your head up, you fail 

the mission. 





Underneath the boat, press the 
Melee button to finish off the 
V.C. onboard. Follow Woods off 
to the east. 


When you get to the dock, you 


rendezvous with your old pal, 
Bowman. 


“NEVER GETS OLD.” 


Destroy ZPU and Place C4 


After Woods’ briefing, dive back into the water and head for your first 
C4 placement spot, marked clearly by the objective indicator. After 
you place the C4, follow Woods back to the docks. Stay low and 
follow Woods closely past the sleeping quards. You must use your 
knife to take down the quard that's eating rice. 


UP-CL OSE AND PERSONAL 5 





To earn this Achievement/Trophy, you have to kill three 
soldiers with your knife. The first one was on the boat—you 
"automatically kill him. The second is the sleeping quard 
here, and the third guard Is resting near the radio a bit 


unter ahead. 





i vial | Stay close to Woods: when he tells you to split up, take a dive into 
the river via the nearby hole. 


The first piece of Intel is a 
in the corner of the room his After you drop down, plant the Semtex explosive in the area 


just before you get to ; i indicated, and then continue upstream, Swim under the beats until 
the enemy listening to | ~ | you see the dead body. Climb up to get back with Woods, 


the radio. 








|= 
| 
if 
z 
i 
a 
= 
© 
amd 
Oo 
a 
?) 
= 
> 
a 
c 
m 


“EXPLOSIVES ARE PRIMED AND READY.” 
CUCU) a SS SS | 


When Mason pulls out the detonator, hold off on pulling the switch until Woods gives the order. 


“LET'S SEE WHAT THIS SEMTEX CAN DO.” 


When you hear the order, pull the detonator. You've caught the Viet Cong completely by surprise. Stay In cover and pick them off from the 
trae line. Watch for the enemy with the RPG on the rooftop to yaur left. 


Your alternate weapon on this level is the WA2000, a decent sniper 
rifle. Like most weapons of its ilk, it almost always delivers an 
instant kill if you hit an enemy's chest area. Additionally, it allows 


| you to stay far back from some of this level's deadlier action. 
Clif Size é 


Range | Lott) Rafige 


Saya The small clip size and slow reload time really don’t matter much, 
NBAPOR OG | oniper Rite 


as this is the only sniper rifle you have access to at this point. 
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SWITCH OUT 


If you aren't a fan of sniper rifles, you can switch out your 
average WA2000 for some of the cool weapons the Viet Cong 
employ. You can find variants like the AK-47 Masterkey and 
ei ieem Cle Mid lalepcigele lien 


When Bowman gives the go order, move up with your squad. 
Take cover behind a crate and wait for Woods to identify a 
spider hole nearby, 


| OBJECTIVE | 
Toss a grenade near the hole, and that’s good enough to complete 
the objective. 


INTEL 


The second Intel piece is in the hut behind the rat tunnel. It’s 
on the floor near the wooden Bench. 


Enter the hut and look to your left to see the wooden bench, 
Look at the floor behind the bench to find the Intel. 








“MASON, MOVE IT, BROTHER.” 


More V.C. defend the village from the right. Use the wooden stairs for cover, and fire on them with your 
long-range weaponry. Move around the back of the house, and you come to your ZPU target. When you 
move toward the U.S, soldiers on the docks, one of them gets killed by incoming fire, 


Pick Up the M202 


The soldier has dropped a Grim Reaper rocket launcher. Move toward the soldier and pick up the rocket 
launcher, This is a dummy launcher, so you need to line up the shot before you fire. 


Fire rockets inte the ZPU position to neutralize the enemy and clear the way for your air support. Before 
you move on, be sure to switch oul the Reaper for a more versatile weapon. 


HEAVY HAND 

tf you want to earn the Heavy Hand Achievement/Trophy, you can hold onto the Grim Reaper 
after you destroy the ZPU, The next area has a MG that you can blow up with the Grim Reaper 
to earn the award. 


More V.C, emerge from the building on your left: three stand on the deck on the building's right side, and one Uses the large shutters for 
cover, Ramember—wooden shutters don't provide much cover. 


Watch out for the guys on the deck—they have serious RPG firepower. Either hang back and take them out from cover, or sprint past them 
to your next objective. 


When you move up to the next house, stay Inside and pick off the enemies outside, using the windows for cover. Watch out for the MG off to 
the right here; It can cut you down In seconds. 
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Clear North Village 


Carefully peak oul and use your longest-range weapon to lire al the body of the MG gunner—his head is well protected, When he goes 
down, Woods orders you onward. A few more enemies defend this last part of the village. They are no challenge for your squad. Take them 
down and proceed forward to the tunnels. 


FINAL ROOM 


Find Kravehenko 


Turn on your pistol’s flashlight and follaw Swift down the tunnel. Don't shoot Reznov when he leaps down from above. 


“NO ONE 
FIGHTS ALONE.” 


There's no saving Swift as the V.C. plunges 
the knife into his chest. Save yourself and 
use your Python to kill the enemy before 
you continue down the tunnel. 





Three V.C. guard the room 

at the tunnel's end. Use your 
Python to take them down, and 
wait for Reznov. Follow him 
deeper into the tunnels. When 
you take point, move forward 
carefully; more V.C. are ahead. 


INTEL for 


The third piece of Intel is 
down the left path when 
the tunnel splits during 
this section. Move down 
the left path, and you 
can't miss the Intel on the 
ground roughly halfway 
down the section. 


JNHVHO HOLIIA SER 


Continue forward, killing the anemies as they pop out in the tunnel ahead of you. There isn't much to this 
section—just be ready and beat the enemy to the shot. When you make it to Kravchenko's room, open 
the door and get ready to run. 


KEEP YOUR GUN READY 


After you kill each group of enemies, be sure to reload your Tertivw competed 
Python; it can hold only six shots at once. You don’t want to 
get caught a bullet short in these narrow tunnels. 


“HURRY MASON! 1 DO NOT 
WISH THIS RAT HOLE TO 
BECOME MY GRAVE.” 
Escape vA... 


Fight your way out of the collapsing tunnel by pressing the Melee 
button to complete the level. 


IT'S YOUR FUNERAL 
Earn this award for completing Numbers, Project Nova, and 
Victor Charile on Veteran difficulty. 
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ESOL Extract Intel from Crashed 
Soviet Plane 
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EE Regroup at Dock _ 
When the level starts, move to the new objective marker to board the ship. Jump over the edge of the 
boat to board. Move to the steering wheel to take control, 


INTEL oy 


This piece of Intel is directly ahead of your starting position 
and to the left, just before you get on the dock. 


IS HSVHD aa 


PBR 


Patrol Boat, River, or PBRs, were armored war ships small 
enough to navigate rivers in Vietnam. 


(bjative coreplated,.” 
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On this level, you primarily control the Swift Boat. Not only do you 
control where the boat goes, bul you also aim and fire the missiles 
and the MG. 


This can take some coordination, so until you get used to it, focus 
on firing your missiles first, and don't worry too much about driving 
around. There's no rush through this level, As long as you don't 
push forward too quickly, you can generally hang back and pick off 
the enemies with the boat's powerful weaponry. 


The Aim Down Sight button fires missiles. Woods and Bowman fire the missiles for you from either side 
of the boat. When either runs out, it takes them a moment to reload their M202 rocket launchers. 


“MAN THE GUN, DON’T GET KILLED.” 
The Fire button activates the extremely powerlul MG. Don’t underestimate the MG; It can generally do 


the same job as the missiles, but it just takes a bit longer. A meter below the MG icon on the screen's 
bottom-right indicates the gun's heat level. 


You steer the boat with the Movement analog. Push forward and proceed up the river. When The Rolling 
Stones start playing, it’s time to rock and roll. 
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Head Up River to Crash Site 





LORD NELSON 
| This Achlevement/Trophy Is a tribute to the legendary 
’ Admiral Nelson who commanded an incredible victory 
against the French at the Battle of Trafalgar. To earn it, you 
must destroy every tower and vessel you encounter on this 
level. 


This isn't too hard, as the level doesn’t force you to rush at 
any point, Just be sure to fire rockets into any towers you 
seo on the shorelines before youl move to the next village. 
Also, don't forget to destroy all the towers In the final boss 
area. 


Destroying the other vessels Is part of the mission, so you 
should automatically fulfill that part of the requirement. 


The award should pop after you kill the PT Boat at the end of 
the jevel's riverboat section. 
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As you approach the first village, light up the houses on your left. 
This should kill most of the enemies on that bank. 


Now, turn your weaponry to the right shore. Hit the quard tower 
in the back with your missiles; use your MG to eliminate the RPG 
soldiers on the shore. 








Waa Destroy Missile Launchers 


When you clear the first village, three targets light up on the ridge 

directly ahead. These are trucks carrying missile launchers. Hang 

x = ; back and take 

{ oat. co See = wn each truck 

is ta 7 i with your rockets. 
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When all the 
rocket trucks are 
destroyed, turn 
back and drive 
toward the dam, 


Destroy Enemy Targets 


The second village has another quard tower on the right. Focus on 
destroying the structures on the right side before you turn back to 
mop up any survivers on the bank's left side. 








Up ahead, another missile truck fires from the road, Fire missiles at 
the objective indicator until you see the truck blow, 
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The third village has plenty more RPG-wielding V.C., but you can avoid them by hanging back and destroying the set of buildings closest 
fo you on the right, Push forward a bit and use your rockets to take out the guard tower on the hill, Then turn your guns lefi tc blow up the 
house on that side of the river bank. 


Another missile-launching truck is just ahead on the left side of the 
road. Blow it to smithereens and continue along the river. If you take 
some damage In this section, wait a moment for the damage to clear 
before you push on. 


31IS HSVHO SERRE 


When you approach the fourth village, focus your fire on the building on your left, Then fire 
your missiles at the large structure dead ahead. One last building is on the ridge above the 
large structure. 


Turn your attention back to the river as some enemy boats attack you. It’s hard to make 
out the boats because of their spotlights. Just unload Into the spotlights with either of 
your weapons. 


An MG-enabled truck sits up on the hill, Blow it with your missiles before you continue along 
the river. 


Two more targets show up on your HUD. Before you move in to engage them, destroy the 
second wave of boats approaching on the river. Blow up the buildings on either side of the 
river to take care of any shoreline targets. 


Now, fire your missiles into the target closest to you—this Is another ZPU cannon, The 
second target is a stronghold, so use your missiles to tear it down. 
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“SOMETHING BIG IS ON ITS WAY...” 


Proceed to the last checkpoint on the river, and a giant PT boat attacks you. To take down the PT boat, you have to fire into its rear, Move 
your boat to the left when the PT boat approaches; this should give you a clear shot al the ship's engines. 


Follow the boat and unload with both of your weapons, and try to stay behind the PT boat as it moves around the area, 


Portion Complatid 


Head Up River to Crash Site 


Move toward the next objective marker to triqger the end of this section of the level, When you regain control of the boat, follow the objective 
markers down the river, When you get off the boat, switch to the KS-23 shotgun and move up the trail. 
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Investigate Crash Site 


WE = Several V.C. hide behind the rocks in the next area. Approach with caution and use the KS-23 to wipe 
The second Intel piece is therm out when they atlack. When the charging enemies are down, switch to your Commando and pick 
directly In the middle of off the next two waves, 

| the trail after you leave the 
boat behind—you can't When the gunfire stops, crouch down and proceed a little further up the trail. There, more enemies 
miss it. emerge from the jungle. Use caver and pick them off from a distance. 
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Stay low and continue up the brook. When Woods warns you about snipers, find cover and look for the glint from the sniper's scope In the 
tree directly to your southeast. Finish off the soldiers advancing from the waterfall. 


Continue along the path until you get a sniper warning. This shooter is in a tree to the northeast. Watch for his scope glass’s glare to target 
him and pick him off before you move on. 
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An enemy helicopter arrives to drop off more soldiers in the area. Stay behind the rock 
overlooking the outcropping ahead. Use your flash grenades to stun the enemies out of 
cover, and pick them off with the ACOG scope on your Commando rifle. 
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INTEL 


On your way into the back of the 
plane, you can find this level's last 
piece of Intel, It's located on the 
ground along the main path, just after 
you jump off the plane's fuselage. 


“SNIPERS IN THE TREES!” 


Turn up the hill to the west, but keep your eye on the palm tree to the right. A sniper 
appears there; when he does, pick him off with your Commando, As you move up the hill, 
more Spetsnaz helicopter into tha area, Use your flash and frag arenades to flush them out. 


“WE HAVE TO CLIMB THAT WING 

TO REACH THE FUSELAGE.” 

You've now made it to your main target: the crashed spy plane. Stay to the left as you climb 
the plane's wing to avoid getting knocked over the side when it shifts. 








On the other side of the wing, 
jump down and enter the 
back of the plane. Woods and 
Bowman investigate the WMD 
crate—take the China Lake. 


Wait for Bowman to remove the 
cargo netting, and move to the 
front of the plane. 


(TT Defend Crash Site 
When you look out the front of the plane, you can see a lot of 
enemies crawling balow, Fira into them with your China Lake. 
Be wary of the two enemy boats that arrive on the river. You can 
destroy therm with your China Lake. 


After about a minute, enemy choppers arrive and the level ends. 


NEVER GET OFF THE BOAT _ 


Earn this award for completing Crash Site. 


3LIS HSVH) se 


HONOYHLATVM 











TRANSMISSION# 9-19. 
Designate: SIERRA 





= CAPTAIN MOSELY SUPPORT | | } Location: ‘Beale Air Force Base, 
—__ JASON HUDSON ee r } a — California, USA 
= | ANtITSC? Mission:  — Assist Covert Team 


WEAVER 
behind Enemy Lines 








L 
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In the first part of this mission, you switch back and forth between CIA agent Jason Hudson on the 
ground and the SR-71 Blackbird pilot flying overhead, 


Follow the onscreen instructions to get the jet off the ground. 






(L LHvd) CNM Sa 





i = 


te —_ 
EE =. — 4 5 ‘ = TF i : i 
4 + # . 4, = = mr ‘ | i } ‘pee = é 
f 





When you're looking at the Blackbird's view screen, use the Movement analog and the Aim Down Sight 
and Fire buttons to adjust the view screen's crosshair. 


PATHFINDER 71 


To earn the Pathfinder Achievement/Trophy, you must get through the first part of the level 
without dying or restarting from a checkpoint. This isn't just while you're in the Blackbird-— 
you also have to get through the first-person Hudson events to earn the award. 


Your first task is to locate your squad. They are 
the group of four soldiers just to the north of the 
camera starting position. 


Zoom in on them to automatically highlight them 
on your screen. With your team highlighted, zoom 
out and instruct your squad to move east via the 
Jump button, 


When your commander tells you that enemies are on their way, order your squad into the safe house to 
the north, Once in the safe house, you zoom down to contro! Hudson. 


“ENEMY INFANTRY INCOMING... TAKE THEM OUT.” 


Hudson is crouched behind a desk. When you gain control of him, immediately face the wall behind you. 
Wait for the enemy’s flashbang to go off, and then turn back to the room to kill any survivors. 


Enemies atiack from the east and south sides of the house. Use the desk for cover. 
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“KILO, YOU ARE CLEAR.” Regroup on the Ridge 


When your squad gets halfway 
When you're back in the Blackbird, issue an order for the team to —- in to tha barracks, a surprise 
exit the rear of the house. a enemy patrol pops onscreen, 
Issue an order for your team to 
Just up the wood dig in immediately via the Melee 
path, two soldiers os button. 
are having a 


aivioke, leeue aia Clear Barracks and 


a kill orcler on Destroy Com Link 
them by pressing Once the Major gives the all clear, order your troops on to the barracks. 
the Jump button 


when the camera 


crosshairs are over 
them. Your squad 
automatically 
disposes of them. 
When they do, 
issue an order 

up to the next 
objective marker. 





INTEL | (BERIND ENTRANCE STAIRS) 


: 


You once again control Hudson. This group of enemies is more challenging than the one you faced In the prior area. When you get through 
the door, Immediately look for cover behind one of the metal crates in the entrance area. 


Mind your squad as they breach on your left; you don't want to shoot them by accident. Focus your fire on the enemies directly ahead, They 
funnel in through the narrow doorway, and it's easy to mow them down. Feel free to use grenades to soften them up—you are weapons free 
in this area, 


ca When the enemies are down, you hear the Major give you a green light. Look for the large wall breaker 
box and plant G4 on it. Step away and blow it to complete this part of the mission. 


INTEL 


Before you plant the 

C4, search the front of 
the staircase where you 
entered the barracks for 
your first piece of Intel on 
the level. 


Guide Kilo One to the Insertion Point 


When you return to the Blackbird, quide your team up to the last objective to set them up for phase two 


of the mission. 
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“STAY LOW.” 


ME. BLACK OP 

There ts another tricky Achievement/Trophy to earn on this level: get through te the relay station without getting spotted by the 
Soviets, This walkthrough covers the stealth path through the mission. If you blow your stealth, you can quickly restart at the 
Most fecent checkpoint by holding the Grenade button until it explodes in your hand...morbid but effective. 


When you regain control of Hudson, follow 
Weaver ahead, but be ready to go prone at 
a moment's notice (hold the Crouch button). 
As soon as Hudson calls for it, go prone to 
avoid enemy detection. 
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Hook Up 

Follow Weaver closely; when the area's 

clear, move up to the railing and use the 

Interact button to hook up your rappelling 

line. To Rappel safely, alternate pressing 

the Aim Bown Sight and Fire buttons to 

release the rope and brake before you get too much speed. You should release for only a second or two before reapplying the brake. 


The second time you hook wp, it isn’t actually a full-on rappel. Rather, it's a setup for a breach: 


BREACH 


Shoot the soldier manning the communications board directly in front of you. Next, fire at the guy directly behind him. Finally, 
take down the last man standing in the middle. 


After the breach, follow your men out and down the metal stairs. 
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“KILO ONE APPROACHING 
THE OBJECTIVE.” 


When you see the two soldiers standing next to each other, switch 
to Your crossbow and pick off either one—Weaver gets the other, 


You must now handle a challenging series of encounters as you 
move toward your goal. We've broken down these encounters by 
target. When you encounter a target with more than one soldier, 
Weaver helps you by shooting the second target automatically, 
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The first target is the snow-covered soldier walking away fram your The second targel sel is the two saldiers working on the truck io 
squad on the left. You have to take him down before he reaches lhe —-your right. Shoot either one with your crossbow, 
soldiers working on the truck inside. 
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Before you fire on target three, make sure Weaver is in position, To approach target four, move through the red garage that target 
three occupled. Two soldiers shovel snow directly ahead. 

Target three is the pair of soldiers working on the truck to your left. 

Shoot the solidar sitting on tha barrel, and Weavertakes care ofthe § Wait until Weaver is in position (you can track him with the "Follow" 

guy In the back, indicator), and fire at the one on the left. 





a 5 
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Targat five is the most difficult; there are three soldiers. One soldier is inside working on some machinery, one soldier is on the roof, and one 


soldier patrols in a circle. 
You might want to circle back through the red shed to get 4 better vantage on the enemies. Wait until the patrol soldier is moving away 
fram his two comrades, and then take out the soldier on the roof with your crossbow. Next up is the patrolling soldier. Make sure he’s a 


good distance away from the soldier in the garage, and then take him out. 


Finish off the soldier in the garage, and target five Is clear. 








‘Click is anid fle 10 ilitady Target six is an enemy patrolling the staircase down to the next 
















area, Use your silenced AUG assault rifle to kill him when his back 
is turned to your team. Move onto to the staircase slowly; it’s easy to 
walk into his field of view as he patrols in a small circle. 


With all six targets down, Weaver moves up to a door. Fire at the 
door's hinges with your AUG, and Weaver automatically takes down 
a soldier in the doorway, 


Wait until your teammates say they are in position, and then opan 
the door to enter the main communications facility. 
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Neutralize the Comstat Personnel 


Many foes are in the downstairs area. Use grenades and your AUG to kill the enemies below. Walt until they are all dead before you proceed 
around the outside of the area. 
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SAOSSBD aE | “KILO ONE, YOU HAVE MULTIPLE TARGETS 
You are now weapons 
Coe! INBOUND FOR THE COMSTAT.” 
more of those explosive 
bolts. Switch to your Follow your team downstairs and provide them cover with your crossbow bolts. More soldiers attack 
crossbow’s explosive from the upper railing where you entered. Shoot bolts into the walls behind the enemies to kill them 
bolts by pressing Left on regardiess of whether they're behind cover. 
the D-Pad. 


INTEL Fea 
The second Intel piece is 
located in a back room on 


this main communications 
area's second floor. Follow 
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the upper ralling around 
until you see an orange-lit 
room. Enter it to find the 
Intel on a nearby bench. 








Disable the Comstat 


When your team has cleared the room, you must now disable the comm room satellite. Do so by moving toward the piece of electronics 
marked by your objective indicator, Head outside to triager a special avent. 
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To get across the bridge, you must Sprint Jump across. You should remember how to 
do this fram the Numbers mission. The enemy rocket triqgered an avalanche, so you 
must race to the ledge marked by your objective indicator to effect your escape. Hope 
you didn’t forget your parachute. 
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Infiltrate the Nova 6 Facilit 


“THEY’VE ALREADY STARTED CLEARING HOUSE—MOVE!” 


After you land, you find a group of soldiers burning intelligence in some makeshift bonfires. Fire an explosive bolt into the truck at the rear, 
and clear out the rest with your Steyr AUG, 


Stay behind cover and nail the troop transport that arrives on the scene with another explosive bolt. Advarice through the area, sticking to 
cover, Watch out for the MG In a distant building; it explodes the truck at the intersection near your objective marker. 
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Head Inside the building on the right to avoid the MG, and use your AUG to take down the 
enemies inside. Proceed around the corner, take cover, and toss stun grenades to soften 

up the resistance, making it easy to pick them off with your AUG. Follow Weaver when he 
advances into the next building. 


Follow Weaver 
Was 
Into Steiner's i 


research lab. The building rigged with explosives contains your last 
piece of Intel on this level. Move to the middle of the area, 
and search the large tables for the Intel. It's located directly 
below two large, blue, explosive barrels. 





TT Escape Yamantau Facilit 


Aiter Steiner daciares his bargain, he reopens the doors, You must escape the facility before |t blows. Unfortunately, no one gave the nearby 
Soviet spec ops the news, so they do their best to keep you in the facility.,.even at the cost of their own lives. 


Take cover behind the steel tables, and take down the agents as they advance on your team, 
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When the enemies inside are clear, move up behind cover and stick 
an explosive bolt on the machine gunner on the back of the truck 
outside. You can’t destroy the truck because you need it to escape, 
50 be sure to hil the gunner with the bolt. 


With the outside relatively claar, move up to the truck to man the MG 
on the back. 


Keep the enemies approaching from the truck's rear at bay while 
Weaver hotwires the Ignition, 
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TRANSMISSION# 14-15-20. | 
Designate: XRAY . 
Location: Somewliere in Vietnam... 

Mission: Escape! 
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MEMORANOUM 10 
FROM: Ryan Jackson, Chief Analyst 


It is UnkKAOoOWwA 
whal exselly irangpired if lhe Week aller agenla Meagan 
Woods, and Bowman Ware presumed Killed In Actian 
during their mission in Laod =—_— +—- =z: 
Whal is clear ia hal iho men were imprisoned and 
tortured by the Viet Cong ’ = 

Masons debriafing indicated a vindictive and bruial 
anamy held them caplive 


After the events that open the level, you regain control of Mason 
holding a V.G, hostage with a revolver. Use the enemy as a human 
shield and kill the two V.C. directly ahead, 


Get the Soviet 


Mason automatically loots and arms an AK-47 off the corpse of his 
hostage. Follow Woods down the tunnel ahead. 


AK-47 MODS 

Most of the enemies you kill on this level are armed with AK-47 rifles; each has a random mod. 
Mods you should look for are the ACOG scope and the Flamethrower attachment. Before you 
proceed after Woods, search the room for an upgrade to your vanilla AK. 
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Don't worry about keeping up with the Russian in this part, The 
V.C. is thick here, and you don't want to get killed by sprinting 
ahead too fast. 


When the path splits, let Woods 
go right while you take the lett 
path, Be ready for two enemies 
that drop into the tunnel directly 
ahead. Kill them and push 
forward. 


ARMORY ROOM 


As you move down the left 
tunnel, you come across 
an ammo room to the left. 
Inside, you can find AK-47s 
with ACOG and Extended 
Mag mods, as well asa 
Galil rifle. There’s also an 
RPG with two rockets. 


Cecknalh| Hache’ 


Continue through the tunnel, and a small group of V.C, attack. Stay 
low and spray the tunnel with your AK lo clear your path, Search the 
next room on your left for an Olympia shotgun, which makes a fine 
alternate weapon for your AK-47. 


WEAPON: OLYMPIA 


Clip Sie | 


Range short Rang 


eer Se ee => == 


Weapon type | Shotgurt 
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| The Olympia’s biggest shortcoming is that it's only double- 
barreled, This means you have to reload every time you fire 
two shots. 


However, a loaded Olympia is a great alternate weapon for 
your AK. Keep the Olympia loaded and ready to pull out in 
case an enemy gets the jump at you at short range. 


AK-47 MODS 


You can also find an AK-47 with Grenade Launcher 
attachment in the same room you find the Olympia shotgun. 


Continue up the tunnel, killing the V.C. as they emerge. This isa 
straightforward shootout, so there isn’t much strategy to employ 
beyond staying low and shooting anything that moves. 


Remember that 

you have grenades 
and can use them 
to clear corners 
before you advance 
down each section 
of the tunnel, 


Woods meets 
you at the intersection of the next tunnel, Press forward and kill the 
enemies at the upturned table. Move to the table and use it for cover 
to clear out the enemies In the next room. If you start taking shots, 
go prone and the enemies can't hit you, 


Saveral enemies are in this room. Woods presses the attack, so 
you can hang back anc pick off the enemies as they emerge. Use 
grenades to clear enemies behind cover. 













INTEL 


The first Intel piece is ona shelf directly to the right when 
you enter this room with the waterfall. 


The Soviet is stuck on a locked gate at the end of the next tunnel. 
You know what to do, 
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Wawa Escapethe Tunnels 
Help Woods aul of the tunnels, and you arrive on a helipad for a 
Hind helicopter, 
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Capture the Hind 


Follow Woods and find some good cover. When Woods gives you the go, open up on the enemies. : 
Start with a grenade, and use your AK to pick off the enemies |n the chaos, | =e | 
INTEL fis 


With the area clear, move up to the Hind, Before you board the Hind, 


you can grab the second 
Intel piece on a table in 
front of the green tent. 








Fly to Kravcheno’s Base 


Like the patrol boat, you control all the weaponry and movement of the helicopter. Don't worry about crashing—the helicopter's altitude is 
controlled automatically as you move forward and back along the trail. 
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WITH EXTREME PREJUDICE a. g 


_ To earn this Achievement/Trophy, you need to use only the rockets equipped on the Hind, and completely avoid using the MG. . 
Killing enemy choppers with only missiles Is tricky on the harder difficulties, so we recommend trying it on Recruit difficulty. 
Keep your finger off the Fire button throughout this sequence to ensure you don’t accidently fire the MG. 


You receive this award when you sticcessiully land the chopper at the end of your run. 





The helicopter has two weapons. The MG is simple to operate and similar to the one you had on the 
patrol boat, except that the gun cannot overheat. Hold the Fire button to activate it, Unless you're going 
for the special Achievernent/Trophy, you should fire this gun almost the whole time. 


The Hind’s missiles work differently from other weapons you've used throughout the game. Ii you hold 
the Aim Down Sight button, the helicopter starts to ready the missiles for fire, If you hold the button for 
about five seconds, you can ready all eight missilas to be fired very quickly. This is a very effective tactic 
against tougher enemies, like helicopters, 


One other note on the Hind’s missiles is that they don't automatically reload unless you completely 
empty the payload. Press the Reload button to start the reload process just after you fire your rockets. 
When you feel like you have a good grasp of the Hind’s control mechanisms, proceed forward along 
the river. 


use 
“LOOKS LIKE A .50 CAL 
ON THAT BRIDGE.” 


Your first target is directly ahead: a wooden bridge mounted with AA 
weaponry. Position your helicopter above the bridge for a clear shot, 
and then unleash your missiles to destroy it. 
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“CHARLIE’S HIGHWAY BELOW.” 


Next up is a larga V.C. village. The village is full of ZPUs, RPG-wielding soldiers, and fuel trucks. 








Destroy the base with missiles and MG fire from a safe distance. Watch out for the Vietnamese boats below. 
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Gt \ 
“THAT'S AN NVA SUPPLY STATION!” 
A second base Is just around the corner, Focus on the PT boal maving away in the front, and then start working on the enemies al the 


shoreline. Shortly, your first enemy helicopter arrives. When it does, shift focus to the helicopter. It's easier to hit the helicopter with the MG, 
but a full volley of missilas can take it dawn with one shot. 








If this helicopter gives you some trouble, you can back down the river a ways to avoid getting hit by anti-aircraft fire from the village below. 





4 
“RADAR LOCK!” 
MMM Destroy SAMSite 


When you hear an alarm sound in the chopper's cabin, an anemy SAM (Surface to Alr 
Missile) has a lock on you. Swerve to the right or left to avoid the Incoming rockets, but push 
forward to your objective marker. If you wish, you can also shoot the incoming missiles. 











As you approach, 
watch out for 
additional Incoming 
missilas—swerve 
back and forth to 
shake the lock. 
otart firing rockets 
into the SAM cave 
when you gel to 
about 300 meters. 
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“CHARLIE’S BUILT A PIPELINE 
RIGHT ACROSS THE RIVER. 
TAKE IT DOWN AND HIT THE BRIDGE!” 


Target five is an easy one—just nail the pipeline with one of your missiles. 
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“WE°VE HIT THE MOTHER LODE! THAT'S 


THE HO CHI MINH TRAIL DOWN BELOW US. 


Target six is a large base with five sub-targets to demolish before you can move further 
down the trail. 


This section can be tricky, as ZPUs can cut into your helicopter if you get too close. We 
racommend you stay far and use your missiles to pick off each target from afar before you 
move up into the village. Some ZPUs are not marked by objective markers—one is directly 
in front of the radar tower. Watch out for these guys, as they can cut your ship to ribbons if 
you accidently fly over one. 


The easiest target is the radar tower on your right. Fire a couple missiles Into it to take it 
clown. Next up, hit tha ZPU hiding at the base of the cliff on your left. Now destroy the ZPU 
directly behind the tower. Two ZPUs are on the bridge crossing the river. Destroy both with 
your missiles before you continue downriver. One last ZPU is way off to the leit. Destroy it 
to complete this objective. 
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Destroy Soviet Hinds 


Your last objective in this level's helicopter section is to dastray the two Hinds that show up after you clear the base at Target Six. Use your 
MG and Missiles to attack the Hinds aggressively. Don't stop moving, as this allows the enemy to get a lock on your helicopter, 


Remember to continue pressing your MG button, and wait to fire full missile volleys at the enemies when you have a clear shot. When both 
helicopters go down, Woods sets you down in a nearby clearing, Time to say hello to Kravehenko. 


TPA Kill Kravehenko 


At the landing site, you find some new weapons, including an Uzi 
and a RPK with Drum Mag mod. 
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WEAPON: RPK 


Clip Site | 75 (with Drum Mag) 
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WEAPON: UZI 


Clif Size a} 
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Weapon lye is Sutimar ‘hin ( TL 


While it has a tremendous clip size, the RPK isn't as versatile as 
the AK-47. The AK is more accurate, unleashes more damage, 


and has better mods available for it. 


If you like, you can try out the RPK for the trek to Kravchenko’s 
base, but switch back to the AK-47 with Flamethrower 
attachment when it becomes available. 


Even if you aren't a big fan of submachine guns, the Uzi is an 
upgrade over the Olympia shotgun that you shouldn't overlook. 
The Uzi has a large clip size, moderate damage, and a very fast 
rate of fire. 


Use the Uzi to spray enemies quickly if they get too close to you. 








Follaw Woods as he blazes up the trail to Kavehenko's base, Use the nearby rocks for cover, and fire at enemies with your long-range 
weapons. Use caution as you turn the first corner. A large number of enemies reinforce an MG truck at the base’s entrance, Use the large 
rocks here for cover, and carefully pick off the enemies with your long-range weapons. 


You can detonate some red barrels in the area to make the job a bit easier. An enemy with an RPG is just inside the cave. Make him your 
priority as you continue picking off the defenders from cover. 


Wail for Woods to charge forward, When he does, cautiously follow—more enemies are just inside the cave entrance. 
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RUSSIAN BAR-B-0 
To earn this Achievement/Trophy, you must kill 10 enemies 
with the AK-47 via its Flamethrower attachment. You must 







accomplish thie on one level, without restarting fram a 
checkpoint. This is the only section of the game this can be 
accomplished, but we dont recommend attempting It unless 
you're on Recruit difficulty. 

THE FLAMETHROWER 





To killan enemy with the Flamethrower, you need to get 
close, and this is extremely difficult on harder difficulties. The Flamethrower is a special weapon that you can activate 
by pressing left on the 

D-Pad. Not only is the 

weapon cool, but it's 

extremely deadly at short 

range. Fire a burst directly 

into an enemy to take him 

out of the fight. 


You can also lay down “firewalls” by spraying furniture 
and floors with the weapon. These prevent enemies from 
advancing to your position. 





One of the enemies just inside has an AK-47 with Flamethrower 
attachment. Replace your long-range weapon with it as you 
continue forward. 


20 i to A) Poets 


eo, “iv° 
re f 








Free POWs 


When the room is clear, move up to the red button on the wall to 
free the POWs. Inside, you find an old friend. 


Follow Reznov into the next set of caves. 


This last room is overflowing with enemies. Stay back behind the 
crates, and pick off the front line with your AK-47. Use grenades 
liberally in this section to soften up the enemies and allow your 
squad to advance. 


INTEL 


This level's last Intel piece is on a crate to the left of the room. : 


Wait until you clear it of enemies and search for the Intel in 
the dark corner by the corridor, along the east wall. 


There are only about three waves of enemies, so patience gets you 
through this section. Stay behind caver and don’t advance until your 
team does. 


Gover Woods as he climbs the stairs up to Kravchenko's room, 
Open the door to complete the level. 


NOT TODAY . eee 3 
Ta earn this award, complete Crash Site, WMD, and Payback 
on Veteran difficulty. 
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Designate: ECHO 
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“FINALLY, 
STEINER WAS OURS...” 


You start the level in a shipment crate with Reznov. 


Open the door by halding the Interact button, and move in with the 
nearby hatchet to kill the mechanic. 


Infiltrate the Soviet Lab 
and Confront Dr. Steiner 


INTEL 


| The first Intel piece is on the 

| ground to the left just outside 

| the starting crate. Wait until 
after you kill the mechanic 
with the hatchet to look for it 
on the ground to the left. 


After you drag the body back to the crate, follow 
Reznov ahead. 


Throughout this section, you have to avoid the 
spotlights of the helicopters flying overhead, Keep your 
eyes on the ground and stay out of the lights. If you're 
spotted, il’s game over. 


Stay behind Reznov as the helicopter moves overhead. 


When Reznov signals, sprint across the long crate and 
hide in the shadow at the end. 
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Wait for Reznoy's signal, and then follow him to the double set of buildings. Sprint forward and melee the soldier standing in the light 
between the buildings. Follow Reznov up to the next hiding place as the chopper comes back around. 


Continue follawing Reznov up 
to the ladder. When he steps 
aside, climb the ladder and be 
ready to press the Melee button 
to take care of the soldier 

at the top. 


Climb the second ladder to the 
facility's roof. Follow Reznov as 
he leads you through the facility, 


When he opens the elevator 
hatch, switch to your KS-23 
shotgun and kill the soldiers and 
scientists below. 
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os K STEINER'S OFFICE 


It's weapons free as the base is now aware of your presence. 


This is a tough room-to-room battle until you get to Steiner's 
laboratory. Luckily, there's plenty of cover, which you must use to 
your advantage as you advance through the halls. At medium to 
long range, AK-47 or AK74u weapons are ideal. However, don’t 
forget that the KS-23 shotgun has surprisingly long range 

for a shotgun. 


Patience is key through this section. Wait until the enemy stops firing 
on you before you push forward through the labs. Use grenades to 
soften up resistance, Whatever you do, don't sprint forward, as the 
enemy will quickly overwhelm you, possibly triggering a checkpoint 
in a bad spot. 





HATE MONKEYS 


“Even if you don't hate monkeys, you still might want to try 
for this Achievement/Trophy as you make your way through 
the labs. 





To earn It, you have to kill seven monkeys in ten seconds. 
it's best to do this by dropping multiple grenades near 
monkey cages. 


A good spot Is just before the flash chamber room. You 
should get a checkpoint, so if you fail, you can kill yourself 
and try again. 


Toss a grenade into the 
corner of the Gages, and 
then open up with your 
shotgun on the monkeys to 
the right. 





HLYIG3y See 


= 
S 
7 
“4 
= 
a 
° 
& 
Gi 
= 








INTEL pak 


The second piece of Intel 
is one of the trickiest to 
collect in the game. It's 
located in the experiment 
chamber in the middle 

of the room with the 
observation deck. The 

| chamber seals itself if the 
gas Canisters In the center, 
above the monkey cages, 
are damaged. 


First, clear all the 
enemies in the room. 

Be very careful not to 
Use grenades or other 
explosives. Just stick to 
your long-range weapon 
lalemilg-Merel alia |(cis Mele] p36 
to clear out the room's 
defenders, 


With the enemy presence 


down, kill the enemy inside | 


the chamber. The Intel sits 
on top of a monkey cage. 


If you grab the Intel but are 
then killed by the Nova 6 

| gas, you still get to keep it 
after you respawn. 


lf you have trouble getting 
into this room, you might 
want to come back later 
and try it on an easier 

el bhi iaia 




















Clear the first set of three 
rooms, and move past the 
monkeys into the gas chamber 

room, More enemies attack from 
the observation area above. Use 
the doorway for cover to pick off 
the enemies before you enter, 





When you step inside, be aware that there are probably more enemies on the other side of the gas 
chamber. Move around it and use grenades to break up their cover. 


With the experiment room completely clear of enemies, move down the hall and open the door at the end. 
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infiltrate the Soviet Lab and capture Dr. Steiner 
“THEY'VE ALREADY BEGUN TO EVACUATE. © 


You are now playing as Hudson on Rebirth island. You start the level on the back of an 
armored vehicle. Use the MG to blow up the cars blacking the road, and to kill the enemies 
firing RPGs from the roof above, 


HONOYHDIWM 


This vehicle also allows you to lob grenades at the enemy. Press either grenade button to 
fire them. 

















Focus your MG on the vehicles as your BTR moves down the street. 
Use burst fire to pick off enemies. perched on the buildings’ second 
floors as you traverse the area. When you get to the bridge, you 
can't avoid the helicopter’s missiles. 


You are now in a giant cloud of Nova 6, which means you are 
counting on your hazmat suit to keep you alive. This means you 
don't heal damage like you normally do in the game. Your sult can't 
repair |tself if you take shots, so you must be extremely cautious as 
you move up the street, 
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‘NOLEAKS 
70 earn the No Leaks Achievement/Trophy, you have to 
make |i all the way through this Nova 6 sequence without 
getting killed. This is an extremely difficult seqment, and it's 
even challenging on Recruit difficulty. 


If you are set on earning this award, consider lowering your 


difficulty via the In-game menu before you proceed. 


The scope on your Enfield allows you to see enemies through the 
clouds of poisonous gas. 


THERMAL SCOPE 





| The Thermal Scope allows you to see tangos ahead, but it isn't easy to differentiate friend from foe. If you rest your scope on a 
target for a moment, and you don't see the friendly green text pop up, that means you're targeting an enemy—weapons free! 
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After you put on the hazmat sult, sprint forward to the jeep on your left. Use your scape to pick off the enemies as they advance up to your 
position, When you cleared out a few enemies, turn around and watch for any enemies approaching from the bridge behind you. 


When you're sure the area is clear, carefully move Up to the house, Stay jn the house and fire on the foes outside. Enemies are on the 
second floor of the building ahead, and several more advance from the ground level. 


HLHIGSy See 


When the area is clear, carefully advance forward using the cords of 
wood and other objects in the courtyard for cover. 


More enemies may pop out from windows in the buildings above 
you, 0 keep your weapon trained high. 





TO FIRST STRIKE — 36:00:00 


> Key personnel prepare for attack < 


INTEL 


The last house on the right contains your last plece of Intel 
for Rebirth Island. Move inside and search the kitchen 
counters for the Intel. 
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You earn a checkpoint when you enter the house at the end of the 
alley. Move up the staircase and use the doorway at the top for 
cover against the enemies advancing at your level. Now, look down 
to the courtyard below and pick off the enemies there. More foes are 
in the windows of the building directly across the way. 


When you move outside, be careful to jump across the rooftop, and 
proceed through the next building down to the courtyard. 


Pop your head out the door near your objactive marker and shoot 
the enemies lined up on your left, Duck in and out of cover here until 
you kill them all. 
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EM Shoot Down the Enemy Helicopters ———— 


Off in the distance, a friendly helicopter gets shot down. Search the area for the Strela-3 Rocket Launcher. 


WEAPON: STRELA-3 


The Strela-3 is a special seeking rocket launcher that 
requires a target lock before you can fire it. 


If you ve played a previous Modern Warfare game, you're 
probably familiar with how this type of launcher works. 





Use the Strela-3 to lock onto the two helicopters. If you take any 


Use Aim Down Sight to aim at the helicopter flyi 
damage, duck back under cover. sig aim at the helicopter flying 


overhead. When you hear the characteristic “lock on” 


Sound, press the Fire button to let loose a rocket. 
When both helicopters are down, push forward to escape the Nova P apres oose a rocket 


6 cloud. When you are clear, you can see the Nova 6 creation 
facility off to the right. 
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OUT OF AMMO? Shoot the enemies defending 
TACgenicchicke ae te gate below, and then turn 
PCRs ra icgias § § your Enfield to the two RPG 
Mimemukimiiiacisivee enemies on top of the building to 
AK74us. It doesn’t have your right, 

the Thermal Scope, but an 
ACOG scope will get the When all the enemies in the 

job done. area are eliminated, move about 
halfway down the hill, and a new 
enemy wave advances, Use the 
hillside’s tactical advantage to 
pick off the foes from a distance 
with your Enfield. 










Move through the gate and 
use the crates on your left for cover as you advance on the facility 
entrance. Keep an eye on the facility's raof; two more enemies 
emerge, and they can be a major threat if you don't take them 
down quickly. 


Continue sticking to cover and slowly advance on the building. 
While a lot of soldiers are inside, it's not an unlimited number. Keep 
fighting until you manage to sneak up on the building's entrance. 
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At the entrance, watch out for one soldier behind the giant painting 


above and two soldiers hiding behind the desk. If you have a 


grenade, use It on the desk. 








“MASON, THIS IS HUDSON. WE 
KNOW YOU ARE ON REBIRTH 
ISLAND. TALK TO ME, MASON.” 


Watch out for more enemies guarding the corridor on your left. Follaw 
Weaver up to the decontamination doorway. 


HLMIGS 4 


Two foas climb the stairs on the other side of the decontamination 
chamber. Kill them and move with Weaver down the stairs. Continue 
through the facility and Mason's carnage, Some straggler enemies 
may be running around, so keap your shotgun ready as you follow the 
objective markers. 


Eventually, you reach the hallway that leads to the experiment 
chamber you saw while playing as Mason. Watch out for the large 
group of foes approaching on the left. Kill them, and use the same 
tactics you used earlier to clear out the scientists defending 

this room. 


This time, all the enemies are on the bottom floor, However, they 
defand the area more aggressively, making it more difficult to clear 
them oul than It was praviously. 


When Weaver moves into the roam, follow him to the steel door on 
the other side, Open it to complete the level. 
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TRANSMISSION# 8-5. 
Designate; DELTA 
Location: ROOM 9 
Mission: Unknown 
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“NOT YET, | HAVE ONE MORE CARD TO PLAY.” 


MN Ascension 918 8 23838 22 15 21 17616178 19 10 
ss 22.19 23 1417 14 2201288 10711 22 


Revelations is a story level. It doesn't have any combat or require any strategy. We don't want to spoil 
the story, so we'll let you uncover the mysteries and answers the level holds for yourself. 


There are three piaces of Intel to find on this level. We recommend you play through the level once so 
you can concentrate on the story. Come back for the Intel via the Mission Select menu. 
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CLARITY G 


' Complete 
this mission 
to earn this 
award. 
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After you stumble through 
the first set of double 
doors, go down the left 










When you leave the 
morgue area (after the 
cinematic where you are 
on the table), turn in the 
direction opposite the 
objective marker. 







After you see a rocket blast 
off in the hallway, you move 
through a GIA office. This 
office contains a couple 

of desks, some recording 
equipment, and a row of eight 
nile lliClecMa Celt RersieliieleRin = 
last piece of Intel In the outbox 
paper tray on the left desk, 








hallway instead of moving 
directly toward your next 
objective marker. 










The Intel sits on top of a The Intel is located inside 






cigarette machine. a small bucket: 
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“| THINK THEY WERE EXPECTING US!” 


For the final mission, you once again pilot a helicopter, This time, you control a U.S. attack chopper. 
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Assault the Rusalka 


seven targets light up on your HUD. You must take down these anti-aircraft 
firing positions to clear the way for your forces. 


The Fire button operates a high-powered MG that can overheat, so keep an 
eye on tne heat meter just below the MG icon. The Aim Down Sight button 
fires your missiles. This chopper fires two missiles simultaneously. The missile 
launchers can launch two missiles per second with no need to reload. 


stay at a distance and use your helicopter's arsenal to destroy all seven 
targets. The biggest danger here |s the missile launcher, which Is directly In 
the middle. Focus your fire on that before you take out the secondary targets 


surrounding It. 


When the first set of targets is down, a new set at midship pop on your HUD, 
Strafe your chopper to the right (but don’t move up yet), and take dawn these 
targets as well. 


Next, aight more targets appear alt the ship's stern. You have to move in to get 
a good line of sight on these gunners and missile launchers. 


If you stay at distance, the only thing you need to worry about is the rocket 
launcher at this partion of the ship's midsection. Dodge to avoid any rockets it 
sends your way. 
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Protect Squad 


With your primary targets down, another helicopter lands a ClA team (including Weaver) on the back of the Rusalka. You must allow the 
team to advance up the ship by keeping the enemies on the deck at bay. 













Hover your chopper over the boat's rear, and use your MG to cut 
down the soldiers as they pop out from the wreckage of the upper ig 
decks. The HUD highlights groups of enemies for you to kill. | 


More targets arrive middeck, Rotate your helicopter around the ship, 
and fire on the troops down below. 


Fallow your squad as they move up to the front of the ship. Many 
enemies are in the area, but Weaver and company are good at 
avoiding enemy fire. 





When Weaver is clear, a Russian Hind helicopter arrives. This Hind isn’t much of a challenge compared to the ones you fought on earlier 
levels. If you hear the missile lock alarm, focus on dodging its rockets, Otherwise, stay aggressive and cul into it with your MG and missiles. 
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a Land Helicopter BN Rendezvous with 
The chopper is down for the count, Maneuver It toward the nearby Weaver below Deck 
helipad marked with the objective symbol, Use your Look analog to Midship, you run into heavy resistance. There are plenty of crates 
stabilize the helicoptar's back and forth movement. around—use them for cover and carefully advance on the enemy. If 


you stay low and fire sharp, you can make steady progress. 


A Shoot Down Enemy Helicopters 


Nita faa 


You can find the first piece of Intel on the ground, just 
outside the first large cargo crate you encounter on the 
deck. Look for a big, green crate with both doors open. The 
Intel is at the door located closest to the ship's bow—the 


direction you are currently headed, 





“QUT OF THAT CHOPPER, 
JUMP! GO, GO, GO!” 





After the ugly landing, wait for Hudson to recover, and then follow 

him up the ship. Enemy helicopters arrive to provide defense against your assaull. 
Luckily, some Valkyrie missiles lie on the deck nearby. You cansee 
these highlighted by an objective marker. Sprint up to the missiles 
and switch them out for your Mac 11 alternate weapon. 






Valkyrie missiles 
are the same 
type of quided 
arms you used 
to destroy the 
Soyuz 2 in the 
earlier mission, 
Executive Order. 
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DOUBLE WHAMMY 


To earn this Achlievement/ 
Trophy, you liave to take 
down both choppers 

with one Valkyrie guided 
missile. Walt behind cover 
far a moment when the 
choppers navigate very 
close to each other. 


Oné advantage Is that you 
get unlimited Valkyries, As 
long as you stay behind 
eaver, you can continue 
making attempts. If you 
méss up and accidently 
take down one but not 
both, you can usea 
grenade to kill yourself 
and restart fram the prior 
checkpoint (just before the 
helicopters arrive). 


This Achlevement/Trophy 
fequires superb ming 
and accuracy, The iwe 
helicopters circle the 

ayea |n a random manner, 
moving from one point to 
another, To get both with 
one rocket, you must walt 
until they are Very close to 
each other: Fire a Valkyrie 
directly between them, and 
detonate the rocket early 
by pressing the 

Fire button, 


The Valkyrie doesn't have 


| a huge blast radius, so you | | - | 


| have to be very close to 


both choppers when the 
rocket explodes. 









Use the guided missiles to blow up both helicopters. These choppers aren't very aggressive, so don't 
worry too much about cover. 


Use any remaining rockets to clear enemies up the deck, and then switch back to your FAMAS assaull 
rifle, When most of the enemies are down, lead your forces further up the deck, 


As you approach the area marked by your objective indicator, a number of enemy reinforcements arrive 
on the deck. Take cover behind a nearby crate, and pick them off with your FAMAS. 


WATCH OUT FOR GRENADES! 


| The enemies in the upper deck area's last section really seem to like tossing grenades. Be 
ready for them, and toss them back as soon as they appear on your indicator. 





The FAMAS is a formidable assault rifle, equivalent to other assault rifles you've 
and it suits your combat needs throughout used in prior levels, but it has an extremely 
the mission. The FAMAS delivers damage high rate of fire while maintaining adequate 


accuracy. 
~ WEAPON: FAMAS ye : 
a oe > 
| TH — oe This FAMAS is equipped with 
me ity the Dual Mag and Red Dot 


f Clin sie | 80 Sight attachments. The Dual 
Medium to Lang Range Mag allows for significantly 
Type | Assault Rift faster reloads. 
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Wait for Hudson to move up 
here. When he does, follow him 
inside the ship. 


“HUDSON, YOU NEED TO SEE THIS.” 


| DOUBLE BACK © 


Before you head below deck, you might want to search for a short-range weapon. You engage the enemy at close range, and the 
FAMAS Isn't as effective as some of the SMGs you can find top deck, such as the MAC11. 
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When Weaver lets you know he's pinned down, continue after Hudson. Be very 
careful when you approach the locker room. Toss a flash grenade inside, and 
ready your short-range weapon to pick off any enemies that pop out, 


Three soldiers are in the locker room. Once you outmaneuver and dispase of 
them, continue further down the stairs. 


Neutralize All Threats 


HUDSON 

Hudson is a great wingman on this level, and he’s very aggressive. If 
you enter a tough spot, hang back behind him—he’s invincible and will 
do much of the work for you. 


Next up is a lightly defended control room. Use the doorway for cover and swat 
them out of your way. 


INTEL 


The second Intel piece is hidden 

very well under a desk in this 
contro! room. Search under the 
desk with the green boxes. The 
Intel is sandwiched between two 
boxes below. 
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When Hudson charges forward, follow him to the large room, Watch 
out for the enemy hiding behind the wooden planks immediately to 
your left, 


This next area is a large machinery room with a pool in the middle, 
Use the steel railing for cover, and fire at foes with your FAMAS. 
Only about four are visible, so once you take them down, switch to 
your short-range weapon and advance forward. 


Three enemies guard this next enclosed room. Mow them dawn with 
your short-range weapon and use the opposite doorway tor cover. 


Down below, many enemies have converged to defend against your 
assault toward Weaver, Poke your head out and use the limited 
railing cover to pick off the enemies one by one. Use up any frag 
grenades you have to help reduce their numbers. 


In particular, focus your fire on the hatch across the hold, You know 
when you've cleared the area when a new objective pops onscreen. 























“GET OUT OF HERE, WEAVER. WE’RE GONNA FINISH THIS. ” 
Infiltrate the Numbers Station 


When you regain control of Mason, swim toward your objective marker. 


When you emerge from the pool, hang back behind your squad and find some good cover in the doonway to the next room. 
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a Find and Kill Dragovich 
AK74U WITH GRENADE LAUNCHER 


You can find an AK74u with 
Grenade Launcher attachment 
lying on a shelf in this room. 
Switch out your short-range 








weapon for it before you move 
on to engage the enemy. 


The area is well defended. Use the doorway's cover to peek out with your 
FAMAS and pick off enemies. They can be hard to see, but the more patient you 
are, the easier it is to make your way to Dragovich. 


“TOO LATE TO BACK OUT—SLAM IT IN.” 
When the Russians stop firing, carefully move forward to the second room, Keep 
your gun trained on the doorway al the opposite side of the room. More enemies 
emerge as you near the end of the third pool. A well-timed grenade can take 
care of the group in one blast. 
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Switch to your short-range weapon and move into the stairwell. 
Watch out for an enemy charging down the staircase. Two more 
enemies wait for you at the top of the stairs. 


When you exit the stairwell, immediately look left, and move against 
the right wall for cover from the two Russian soldiers defending 

the narrow passage, Push forward to the next room, and you 
automatically trigger an explosion. 


Press the Jump button to get out of the water. 


After you escape the flooded area, you have to clear several narrow 
hallways filled with defending enemies. Stick to your short-range 
weapon and frag grenades to clear the halls. 


It can be difficult to see through the water spraying into the hallways. 
Answer with your own spray, courtesy of your SMG—clear the 
enemies down each passage. 





Thesé passages eventually dump you Into a large communications roam. Three enemies defend the area. Use a frag grenade to flush them 
out, and use the doorway for cover. 


As YOu Move around the area's back end, three more soldiers arrive as reinforcements. Kill them, using the railings for cover, and then 
proceed up the stairs. 
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Stop the Transmission 


Switch to your shorl-range weapon and ascend the stairway. At the 
lop, two aggressive guards defend a small communications room. 
If you have any grenades left, use them; if not, spray them with 
your SMG. 


Stay behind the doorway's cover and get ready for a heavily armored 
soldier to charge toward you. Spray for the head to bring him down INTEL 


alr BN een Oo LAS, AWE CAMs tee This last comms room contains your last piece of Intel. You 


. can find it on the floor under the second desk. 
The room ahead has one more armored soldier, and several engineers 


try to transmit the sleeper activation code. The engineers can be a 
threat if you get too close, 0 shoot them from the doorway. Step out 
and pick off the heavily armored soldier from across the railing. 


Just a few more engineers stand between you and your final 
objective. Take them out and move to the objective marker. 


One final sequence remains. Revenge is a dish best served cold, so 
we'll jet you take care of Dragovich on your own, 


Congratulations on beating Call of Duty: Black Ops! 










STAND DOWN Pyle BLACK OP MASTER | BURN NOTICE 


Finish the campaign on | I you beat the game on Hardened or Veteran difficulty, we salute Complete Rebirth and 
any difficulty to receive youl Treyarch provides thelr own special reward with this valuable Redemption on Veteran 
this Achievement/Trophy. Achievement/Trophy, which unlocks after the credits roll. difficulty to earn this award. 







UNLOCKED SECRET MODES 


HSNOMHLAIVM 





Your Black Ops experience isn’t over with the end of the campaign. There's still a ton more to do. 
For more information on the secret game modes that unlock after you beat the game, check out our Secrets chapter. 








Zombies is a special 
Call of Duty game 
mode that originated 
in Call of Duty: World 
at War as “Nazi 
Zombies.” The mode 
was hugely popular 4 
and spawned several 
DLC mini-sequels, aS .- 
— wellas iPhone and te 
iPad versions of the panies 4 


















































This time around, a is immediately available with the level Kino der 
Toten when you first startup the game. You can also unlock a completely 
unique and separate level by completing the campaign. Details on these 
levels’ special features appear in the Secrets chapter. 

aM 

This chapter focuses on the basics of Zombies gameplay. We've avoided 
any spoilers in this section—that’s why map-specific strategy appears in 
the Secrets chapter. 


survival in Zombies 
comes down to three 
things: knowledge, 
skill, and luck. We 

can help you with the 
knowledge part—that’s 
what this guide is all 
about. But skill and 
luck come only with 
time. Zombies are 3 : 3 : 
unique and challenging anornlee, They are nathetic on their own, but they 
can scare the pants off even the most hardcore FPS gamer when they 
attack in numbers. 





- Zombies gameplay can be frustrating due to its extreme difficulty— 
there are no separate difficulty levels. We hope the following tips 

_ and strategies help you on your path toward successful and 
‘memorable runs in this challenging game mode. 





THE BASICS 











In Zombies, you start with minimal equipment and earn money by 
repairing barricades and killing Zombies. You can use money to set 
traps, upgrade with Perks, activate special features on a map, and 
purchase weapons and ammo. 


Zombies attack randomly through barricade points, You can rebuild 
these points at any time by pressing the Interact button while 
standing near them. 





Zombies is an infinite game 
mode, The challenge isn't to 
get to the end. Rather, it's to 
develop strategies on each map 
to survive as long as possible. 
The types of waves you face 
are randomly assigned, but 
they increase in difficulty 
exponentially the more you play, 
Additionally, Zombie health 
increases each round, making 
them harder and harder to kill. 


Co-Op vs. Solo | 


Zombies is the most fun when played co-operatively with up to three 
friends, but you can also play it in solo mode. In Solo, the rules are 
slightly different. Specifically, significantly fewer monsters spawn 
each round, and the Quick Revive Perk functions differently (see 
below for more details). 


You don't have to be online to play Zombies. The game mode 
supports two-player split-screen on one console (for Abox 360 and 
PS3 only). 


One big advantage to playing in Solo mode is that you can pause 
the game at any time. This is a great way to learn the maps via the 
strategies we provide in this guide. 


THE GRITTY DETAILS 





In many ways, Zombies is a numbers game. Your goal is to save up enough money to progress and eventually upgrade all your weapons. 
Getting the most points out of the Zombies is essential to long-term survival, In this section, we break down exactly how many points you get 
for each action you perform. 


ZOMBIE KILLIN’ 








_POINTS EARNED 
AO a eS reas 
poouroms == 
100 Points Nl 
10 Points =. 
130 Paints 

Same as regular Zombie 
10 points 
60-100 Points 
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While all regular Zombies pretty much look the same, they can have 
different speed and health attributes. Zombies you encounter in 
round one are slugs compared 
to the brain-eating machines 

you find in round five and later, 


Gas Zombies crawl on the 
ground and start to spawn 

with the Zombie waves once 
you turn on the power on each 
map. These Zombies have a 
tendency to explode into a cloud 
of Nova 6 gas. This gas blurs 
your vision and makes it very 
difficult to sea, 


Hellhounds appear only on the 
Kino der Toten level, but they 
are generally not much of a 
threat. Use your machinegun to spray them as they approach you. If 
you have the extra health provided by Jugger-Nog, you can survive 
several hits from the dogs. 


Rebuilding Structures 


Getting bonus points for rebullding barricades is a great way to get 
extra points between rounds. There is a cap to how many points you 
can earn from rebuilding Barricades each round though. This cap 
increases each round, 


10 Paints par Board 
60 Points for a Fully Torn-Down Barricade 


ROUND CAPS FOR REPAIRS 





Round? Whe: = aa 
‘Round2— GoPeintsied 
‘ound3 140 Points 

140 Points ‘oo =] 





Getting Downed 





If you take enough damage to go down from a Zombie, you are |mmediately put in “Last Stand” mode. 
This allows you to attack the Zombies from the ground with your knife and pistol, 


When you get downed, you lose 10% of your points. However, if you are playing multiplayer, your 
partners gain back some percentage of the lost points when they revive you, 





Perks 





Each level contains Perks. Perks can be purchased in vending These Perks work similarly to the way Perks work In Multiplayer. 
machines found dispersed throughout each level. You can find the They provide an extra bonus to your character, making survival a 
exact Perk vending machine locations with the strategies for the little easier. 

specilic maps. 








Here is a summary of the Perks, what they cost, and what they do: 


QUICK REVIVE 
Cost: 500 Solo 
Cost: 1500 Co-Op. 





Quick Revive is the cheapest Perk, and it's the most essential one In 
the Solo game. 


lt functions differently in Solo and Co-Op gameplay. In Solo mode, 
when you get downed by a Zombie and you have the Quick Revive 
Perk, you are brought back to life roughly ten seconds later...just 
enough time for the nearby Zombies to disperse, You should 
always have a Quick Revive active In Solo. You can buy three 
Quick Revives in one Solo game. After the third revive, the 
machine disappears. 


In Go-Op multiplayer, Quick Revive allows you to revive a fallen 
comrade al about 3x speed. 


PACK-A-PUNCH 


Cost: 5000 





Pack-a-Punch is the ultimate upgrade—and it’s usually hardest to 
access, Feed it a narmal weapon, and It spits oul a super-upgraded 
version of that weapon. The upgraded weapons have larger clip 
sizes, ammo, and damage. ..all things vital for making it into the 
double-digit rounds. 


When you upgrade a wall weapon with Pack-a-Punch, getting more 
ammo for it frorn the wall for that weapon costs significantly more. 


The Mystery Box | ® 


The Mystery Box is the key to getting the best weapons in the game. The wall weapons are supposed to be just good enough to gat you to 
the mid-level rounds (8, 9). To go further, you have to pack a blager punch. That punch comes from the Mystery Box, 


Here's a complete list of weapons you can earn from the crate: 


FP s| FN FAL “S=4 | Crossbow (Explosive Bolt) 


“el Famas 


eras. 


‘Thunder Gun 
Cymbal Monkey 


Spectre 


Python rts] | Gall 


G11 


<= | spas oe 


==", | Dargunov 
| China Lake 


<oleers | Ballistic Knife 





Commando 


JUGGER-NOG 


Cost: 2500 





= 


Based on the infamous multiplayer Juggernaut Perk, Jugger-Nag is 
vital for the Selo campaign. It allows you to rush past Zombies and 
still survive if they hit you a few times, It gives you just enough room 
for error to get out of most situations, and it’s vital for surviving in the 
later rounds. 


Jugger-Nog is also very useful against the Hellhounds, which tend to 


kill you through multiple damaging hits. 


DOUBLE TAP ROOT BEER 
Cost: 2000 





Double Tap allows you to fire your gun at a significantly faster 
speed. This can be a great upgrade for slower firing weapons, like 
the M16, but it’s not so great for high RaF weapons with small clips, 
such as the AK/4u. 


SPEED COLA 


Cost: 3000 





—— 


Speed Cola is the first upgrade you should really try to get after you 
turn on the power and get your first Pack-a-Punch upgrade. It halves 
your reload time, making It less likely for you te get caught between 
clips as you face down the lindead hordes. 


7 | RPK 
HS10 
Ray Gun 


Freeze Ray (“Five” map only) 


RRS) FN FAL 


" |Cz75 


| rms | M72 LAW 


+ mY Nile 
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Each use of the crate costs 950 points. You have a few seconds to 
grab the weapon after it's selected. If you wait too long, it 
fades away. 


You can replenish ammo for weapons you get out of this crate only 
by grabbing a Max Ammo power-up (or by upgrading a weapon via 
the Pack-a-Punch). 


Afier a random number of uses, you receive a teddy bear when you 
use the crate. This means the crate is exhausted, and will teleport 
to another location on the map shortly. The teddy bear does issue a 
refund for points spent on the crate. 


Random Drops sits 

If you kill a Zombie In the main play area, it has a small chance of 
dropping 4 special power-up. These power-ups aren't just bonusas— 
they are essential fo your survival, particularly after round five. 

















When a power-up drops, |t floats in the air and waits for a player to 
louch it to activate it, When a power-up starts blinking, it's about to 

go away. Sometimes waiting to use a power-up is good strategy, 
particularly in the early founds when you don't want to waste easy kills, 


NUKE 


CARPENTER 





me |) 
This power-up repairs all of tha barticades 
on the level. This doesn't happen instantly— 
it takes a few seconds to go around and fix 
all the barricades. While this can be useful 
when you're on the run from a large Zombie 
harde, li does rob you of potential repair 
points. On the other hand, picking up the 
power-up gives you 200 points. 


The Nuke kills all Zombies on the map. If not 
all of the Zombies have spawned on the map 
yel, then using the Nuke won't instantly end 
the round. While you don't score any points 
for killing Zombies witha Nuke, you do eam a 
flal 400 points. If you can help it, try to use the 
Nuke toward the end of the round to ensure 
you don't deprive yourself of significant paints. 


DOUBLE POINTS MAX AMMO 








This is the most valuable power-up you can 
find, and it's the most common one, This 
power-up is the only way to refill the ammo 
on weapons you earn from the Mystery Box. 
This power-up fills your ammo for both of 
your weapons. 


This power-up doubles the points you earn 
while it's active. A hit that normally scores 
10 points earns 20 when 2X Is active. If you 
manage to get one of these early on, it can 
accelerate the steps of your strategy. 








INSTAKILL 





This skull-shaped power-up makes any 
damaae you inflict on a Zombie a one-hit 
kill. This is a great benefit any round, and it 
turns your wimpy pistol into an implement 
of the Zombie apocalypse. Never turn down 
an Instakill, but try to time the pick-up when 
many Zombies are around. 


DEATH MACHINE 





This drop is available only on the “Five” 
Map, but it will also be available on some of 
the DLC maps. Death Machine gives you a 
giant minigun to use against the Zombies for 
a limited amount of time, 


Power-ups can be stacked. Instakill + 2X in 
later rounds is an awesome combination will 
ensures plenty of money for upgrades. 





Traps 

The Call of Duty: Black Ops maps feature new traps. Traps activate temporarily once you pay thelr cost. They kill any Zombies that contact 
them, but you don't receive any points for those kills, Traps are important in later rounds, but avoid wasting paints on them until you reach 
the double-digit rounds. 





SURVIVAL TIPS ra 
Never Try to Run Pasta Keep the Barricades Up as Long as You Can. The Last Zombie Goes Berserk. Each round, the 
Zombie... |f you get anywhere Having barricades in place significantly slows last surviving Zombie tends to go berserk—even 


near a Zombie, it can slow you large Zombie groups and keeps the horde waves normally slow-moving Zombies come running at 
down enough to hit you multiple = manageable. If you leave one Zombie atthe endof you with full foree, You can prevent this "Bubble 
limes. Always shoot a Zombie a round, run around and repair all the barricades, Bobble" effect by keeping two enemies alive at the 
when It comes at you down a aven if you aren't getting points for the repairs. round's end for putting up barricades. 

narrow corridor, _—— 








Zombies Don't Drop Power-Ups Unless They Headless Zombies Can Still Kill You. When you 
Get Past the Barricade. Keep this in mindin the _ kill a Zombie with a headshot, it invariably blows 
early rounds. It makes sense to let some Zombies _ his head clean off. However, this doesn’t mean 

.. Unless You Have Jugger- into the area so you have a chance to get early the Zombie can’t hurt you. After losing its head, a 
Nog. The Jugger-Nog Perk power-Ups. Zombie tends to move several steps, If it runs into 
dramatically increases the you during those final steps, It can kill you. 
number of hits you can take 
before you go down. This 
makes it possible to rush past 
small groups of Zombies, even 
in narrow spaces. Just be very 
careful there’s enough room 
for you to sprint by before you 
make the charge. If you get 
stuck, even Jugger-Nog won't 
Save You. 
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Don't Get Cornered—Ever. || you get cornered, 
i's almost always game over, You need an 
escape path al all times, and you should never 
back yourself Into a corner. The first six rounds are 
the only limes you can get away without moving 
continually. During those rounds, you can fend off 
the hordes with your back to a wall. Once you get 
past round six, movement is vital to your survival, 





Barricade Points Have Limits. Each round, you 
can earn only so many points by barricading. 
Every round has a maximum. Il you notice you 
aren't getting points by putting up a barricade, walt 
until next round to complete the barricade repalrs. 





Beware Double Zombies. Never, ever—even 
on Leve! 1—attack two Zombies standing on tha 
same space. While your melee strike will likely hit 
one, the second Zombie will get you, 





Stick and Move. Literally. Stick a Zombie with 
your knife, but immediately move backward after 
you hit, After round three, Zombies Gan endure 
several melee hits. Even if a Zombie looks pretty 
much dead (well, it /s dead), it might take a melee 
hit and keep on ticking. 


Find a Wall Gun That You Like. Each level features 
several guns you can buy on the wall. These are 

ihe only quins that are always available to you 
regardless of your luck with Max Ammo drops. You 
need one gun thal always has plenty of ammo. We 
provide map-specific gun recommendations, but 
everyone has a different fighting style. Experiment to 
determine which of the typical wall quns you favor. 


Instakill is Awesome...bul it doesn't make you 
invincible. Many a Zombie hunter has been killed 
by the greedy point rush that is Zombie Instakill. 
Resist the urge and stick to your strategy, even 
when you luck onto an Instakill, 





Reload Before You Pick Up a Max Ammo. Max 
Ammo doesn't refill your current clip. Always 
reload both your weapons before you pick up the 
Max Ammo power-up. 





You Can Repair Barricades 
while Facing Any Direction, 
To do 80, move toward the 
barricade, hold the Interact 
button, and then use the 
Look analog to turn around 
and ensure Zombies aren't 
approaching you. 





Turn Up Your Sound! Nothing 
delights a Zombie more than 
sneaking up on a helpless victim. 
It delights ther so much, in 

fact, that they just can't shut up 
about it. Of course, you'll never 
know this if you can't hear them 
coming. Make sure your sound is 
adjusted loud enough to hear the 
Zombies coming—a surround 
system doesn't hurt, either. 





Zombies Have a Tough 

Time Reaching You through 
Barricades. As long as there's 
a barricade between you and 
a Zombie, you can feel free 
attack it with melee or whatever 
attack floats your boat. 
However, such Zombies aren't 
completely helpless. They can 
still get you with a lucky grab if 
you stand too close. 








Reset the Game. If you're playing in Solo mode and having trouble, try Plan Your Escape Strategy at the Beginning of the Round. Always 
quitting and starting a naw game, The game doesn''t reload the random know where you're going to escape to if Zombias overwhelm you. 

seed for the spawns, the random drops, the various Zombie waves, and Memorize the doorways, and make sure you never accidently follow a dead 
other random elements, It's quile possible that you are just stuck on a tough — end (no pun intended). If you're playing Solo, pause the game and plan 

sel of waves. your strategy with the maps in this quide before the round begins, 


MILKING POINTS 


You can employ a few techniques to “milk” valuable extra points in the early rounds. If you're playing Co-Op, be sure to communicate your 
chosen methods with your teammates so you don't end up killing each other's Zombies. 


- '™ — 





GO FOR MELEE KILLS USE YOUR WORTHLESS PISTOL FOR BONUS POINTS 

In round one, melee kills are vital for extra points. The Zombies go Yes, you start the garne with a seemingly worthless pistol. Well, it's 

down with one melee hit, and you get a ton of bonus points. In later worthless when it comes to killing Zombies; it's not worthless whan il comes 
rounds, soften them up with a couple of bullets before you go in to racking up points. Zombies can take a full clip of pistol shots in later 

for the melee kill. Onee you reach round four, melee kills become rounds. Each time you hit a Zombie with a non-lethal shot, you get 10 points. 


extremely dangerous, and you should attempt them only in desperate — In Round one, Zombies can lake six shots from your pistol and than go 
situations, or when a solid barricada is between you and the Zombie. down with a melee hit, This technique tallies 180 points per Zombie kill. 





LET THE ZOMBIES TEAR DOWN THE LET ONE OR TWO ZOMBIES SURVIVE STICK TO MELEE KILLS WHEN 
BARRICADES AT THE END OF EACH ROUND INSTAKILL IS ACTIVE 
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Particularly in the early rounds, if you killa This technique allows you to run around You can snag significant bonus points if you 
Zombie before it tears down a barricade, the level with relative impunity to repair stick to melee kills when Instakill is active. 

you throw away whatever the point capisfor barricades, purchase the upgrades you Don't try to melee multiple Zombies (unless 
barricades on the round you're playing. want, and further familiarize yourself with you have the Bowie Knife and Jugger-Nog), 


the level. This can be a tricky technique, as _— but melee kills against solo Zombies offer a 
it's sometimes difficult to determine exactly _ significant points edge. 
when you're facing the last Zombie. 


USE YOUR GRENADES YOU MELEE FASTER WITH THE PISTOL + USE THE TACTICAL CONTROLS SETTING 


You melee a lot more and crouch a lot 
less on the Zombies levels than you do 

in the normal single-player campaign. 
Conveniently, a “Tactical” option for your 
button setup in the Options Menu inverts 
ihese two controls. Try switching them out 
to see if it helps you during those intense 
Zombies sessions, 





Grenades slow down Zombies by blowing This is particularly useful in the early rounds, 
off their legs, and they give you a ton of and if you have the Bowie Knife. While your 
bonus points for incidental damage. pistol is out, you melee considerably faster 


than you do with a larger weapon. 
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>THE SECRETS 


Call of Duty: Black Ops has many secrets. These vary from the details of the Zombies level to Easter Eggs you 
can get by activating a terminal. 


We dont want to spoil anything for you, so be warned: this chapter is full of spoilers! Enjoy! 
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GETTING OUT OF THE CHAIR 


You may have noticed in the single-player menu that you are 
actually in first-person perspective as Mason on the torture chair. If 
you are on the first screen a/ter the “Press Start to Begin’ screen, 
you can actually escape the chair! 


Toggle the Fire and Alternate 
Fire buttons until Mason stands 
up. The room that you can 
access Is very small, but a 
computer terminal is in one 
comer, You can do several 
things at this terminal: 


Enter a Cheat Code 


can affect your achievements, so if you are playing on Xbox 360 or 
PSS, we renotymend you use the Reset command before you start 
playing the game. 


This cheat unlocks all the levels in the campaign, 


SARC UNLOCK including the bonus Zombies level and Dead Ops. 
This cheat unlocks-all of the Intel pieces so you can 
3ARC INTEL look at them in the Main Menu. Be warned—this 


cheat disables your ability to earn the achievement for 
gathering all the Intel 
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Hack the Terminal 
The terminal provides access to a simulated Unix server, which 
allows you to fead campaign characters’ email, access production 
artwork, and read more background on the campaign's story, 








© You can begin your hacking attempts by typing “HELP” into 
the terminal. This allows you to see all the commands available 
to you. 

© Type "DIR" to see a list of assets In Mason's directory. 

© Each file has a three-letter extension: TXT, SND, or PIC. 

© To examine a file, type “CAT FILENAME.TXT" 

© For instance, If you want to read Dad-Letter1.txt, type "CAT 
DAD-LETTER1.TXT" 


You can also listen to sounds and look at pictures in the same way, 
The pictures in Mason's directory are primarily production artwork. 


READ SOME EMAIL 
Type “Mail” in the terminal to enter the mail system, Mail is operated 
by one-letter commands: 


0) Help 

| Display Inbox 

{nl Read Message [n] | 
Q Quit Mail 


Type "I" to see the messages Mason has. Type the number of the 
message to display it in the terminal. 

















HACK INTO OTHER USER’S ACCOUNTS 

When you're done with Mason's accounts, you may want to hack 
inta some olher users. To do so, you have to figure out their 
passwords. We don't want to give you all the details on that here, 
but we will give you a clue: you can find some of the other users’ 
passwords by reading Mason's email and files closely. 


pohly a 


© Type in "WHO" 
to see a list of all 
the users In the 
computer. 

© Type in "LOGIN" to 
switch users. 


PLAY ZORK 

Even the C.I.A. occasionally needs sore downtime with a video 
game. The entire Zork game is available on the terminal. You can 
access It by typing “ZORK". 


Zork is an interactive fiction or “text adventure" game designed in 
the late ‘70s. It's notable for being the first in a long line of Infocom 
adventure games that brought Interactive fiction to previously 
unseen heights. 
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To play Zork, you type in simple statements, like "Attack Troll,” to 
navigate through the world. Here are some basic commands to 
use in Zork: 


No Walk north 
eae Walk south 

Walk east 

Walk west 

Go up 

Go down 

Talk to an object 
Give someone (x) an object(y) 
Attack something 
Take an object 
Use an spect 
Sale your ouirrent position 

Load your save 





Display your inventory 


Display your character's medical condition 

fee * Repeat last command (use this to continually perform 
= 5 2 the same action) 

“RESTART Starts the game over 

— Stops the game and gives you your scare 
‘SCORE _Displaysyourcurrent score 


“DIAGNOSE 
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Time in Zork passes each time you enter a command. Occasionally, 
you run into a challenge thal requires you to walt for something to 
happen. The WAIT command ticks one turn for you, You can type Z 
instead of WAIT, 


Zork also keeps track of your score—you receive a final score when 
your game is over. The object of Zork is to return as many trophies 
as you can to the traphy case in the house—doing so increases 
your score. 


lf you really want to tackle Zork on your own, here are some tips; 


© Geta Keyboard (USB if you are using PlayStation 3, ora 
controller keyboard if you are using Xbox 360), 

© Make a map as you explore. 

© Look around each room to try to get clues of what you should 
pick up or interaci with in each area, 

© Use the “SAVE” command frequently. 

© If you get stuck on a puzzle, bring in your friends and family to 
help you. 

© If the game doesn't understand something you are trying to do, 
try phrasing it a different way, 

© Zork only cares 
about the first six 
letters of a word—if 
you want to save 
some time, you can 
just type the first six 
letters of a long word 
like CANDLESTICK. 


ZOMBIES LEVELS 


We've pul the lavel-specific Zombies strategies in this section because 
we reveal all the objects, areas, and weapons on each level. We feel 
part of the fun in Zombies is learning these levels on your own, so we 
didn't want to just throw the tips in the main part of the guide. 


There are a lot more secrets to find, even beyond the following 
level guides. Keep your eyes open for hints as you explore the 
Zombies maps. 
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Kino der Toten is set in a rundown and abandoned classic German Sree ie 
cinema. The remnants of experiments are strewn about, and there is 


a lot to discover through exploration. 


Your primary goal on Kino der Toten is to make your way to the power switch. Restoring 
the power activates several lavel features: the teleporter to the projector room, the perk 
machines, a display for the location of the Mystery Box, and the many traps 

in the cinema. 


TURNING ON THE POWER 
To turn Gn the power, you have to make it halfway through the cinema to the backstage. 
There are two paths to the backstage area; the left alley path or the right dressing room path, 





Deciding which path |s “better for your style only comes wilh 
practice on the map. If you want the MPL, but you want to follow the 
right-hand path, keep In mind that you can open the door up to the 
MPL and then proceed down the right-hand route. While this does 
cost More money, you can actually earn more money by waiting to 
activate the power until later rounds. 


When you make it backstage, trigger the power switch located next 
to the M16. This raises the curtains on the stage, and it activates all 
of the previously mentioned level features. Furthermore, it opens the 
front doors to the theater area, creating a full loop for you te run. 


One last note: turning on the power allows the Gas Zombies to 
spawn in, significantly increasing the difficulty of the waves. 
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USING THE TELEPORTER 

The teleporter warps you to the projection room, which holds 
the Pack-a-Punch upgrade machine. To activate the teleporter, 
you must first initiate the link by holding the Interact button in the 
teleporter module located on the stage. 


When you hear a click, the link 
is initiated. Now, head into the 
lobby area (where you started). 
When you were in this first 
room, you probably noticed 
that there was an odd pad on 
the ground, Stand on this pad 
and press the Interact button 
again—the teleporter is now 
good to go, 


Fight your way back into the 
theater and siand on the pad to 
teleport to the projector room. 








The projector room contains grenades on the wall and the Pack-a- 
Punch upgrade station, You can use this to improve any weapon 
significantly for 5,000 points. 





While you're in the projector 
room, you can look down on the 
Zombies below and freely fire on 
them. This is a great opportunity 
to toss down grenades or use a 
long-range weapon. 


After 30 seconds, the projector 
room automatically teleports 
you back into the fray. You may 
wind up in a randomly selected 
room outside of the normal map. These rooms occasionally have 
power-ups. 





An interesting note is that the teleporter can serve as a trap. Any 
Zombies in the teleportation chamber with you when you activate it 
are killed, 


The teleporter requires a few minutes to cool down before you can 
activate it again. 


HELLHOUND WAVES 
Haellhounds can show up from 
round five onward. After their 
initial appearance, they return 
every four to six rounds. 


Unlike with “normal” Zombie 
waves, you don't have to run 
to take on the Hellhounds. Just 
make sure you have plenty of 
ammo for your gun, and find a 
corner where you can see any 
advancing dogs from a good 
distance. 


Stay in the corner and spray In controlled bursts at the dogs’ heads 
as they charge you. If you get hit, sprint until your health goes back 
to normal. Dogs are much easier to handle if you have the Jugger- 
Nog perk. 
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TRAPS 

You can activale traps by using points, They last for a few minutes, 
but they require a recharge before you can use them again. Zombies 
killed by traps do not provide points. 


The cinema features three types of traps: 


= = —_ —_ a 


._- 





These traps create an electrical wall, completely | 
Sealing off one passage in the cinema. Zombies are 
too stupid to know any better, and they continually 
flin into the traps, getting zapped In the process. | 
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This trap creates a fire in the middle of the room, Like 
the electric trap, Zombies just plow through the fire 
and perish before they reach you. 





These guns cast a bit more than the other traps, but 
they dova lot mare. Sentry guns automatically target — 
and destroy any Zombies ina 160-degree arc from 
where the gun is pointed. Sentry guns can help thin 

‘ the Zombie herd, particularly at the beginning of the | 
UP wave in the theater. 








MYSTERY BOXES 

There are many locations for the Mystery Box on this level. The 
Mystery Box is placed in one of several possible locations when you 
start the level. 


When you turn on the power, a special sign at each potential box 
location displays a green light to show you the box's currant location. 
As you use the Mystery Box, it 
eventually runs out of items and 
is teleported to a new spot. 







STAYING ALIVE 

When you turn on he power, the difficulty of the rounds increases 
significantly, You have to alter your strategy so that you constantly 
move in a forward direction. We recommend you move clockwise 
through the theater, continually advancing forward. 


lf you fun Into a large pack of Zombies going one way, tum and 
move in the opposite direction. The Zombies tand to clump together, 
50 as long as you consistently 
take down one or two Zombies 
to clear your path, you should 
be able to keep moving 

and keep progressing 

through waves. 





If you get stuck against a dead 
end, it could be game over. The 
Jugger-Nog and Bowie Knife 
upgrades make it easier to 
escape bad situations, 









This general Solo stratagy 
should get you to the double- 
digit rounds on Zombies. Haw 
far it takes you beyond that 

depends entirely on your skill. 


The exact rounds in which you 
implement each step vary, 
because the amount of monay 
you make fluctuates wildly, 
according to both the number of melee kills you perform and the 
fandom drops you find. Adjust your strategy accordingly if you have 
a lot of money, or not enough to proceed to the next step. 





Feel free to modify this strategy for multi-play. Collectively, your 
team has slightly more resources, and can activate more traps and 
doors faster. Be warned—there are more Zombies in co-op, so 
some of these stages may be untenable. 


SLIM 7 

Let the Zombies tear down two barricades. If they attack a third, 
knife the Zombies trying to enter, Repair one of the barricades 
before the end of the round. Leave the second barricade to tepair 
al the beginning of round two. Only use melee to kill Zombies 

this round, 


Use your 500 starting points to buy a quick revive. 











ADUND 2 


At the start of the round, fully repair the barricade you left in round 
one. You can start repairing as soon as (he second hash appears al 
the bottom of your HUD, 


This round, you have to shoot the Zombies roughly 16 times (two 
clips) in the body with your pistol before you knife them. Do your 
best to melee-kill all of the Zombies on this round. Knife the Zombies 
through the barricade two or 
three tirnes for a safe kill. 







Don't buy anything this round. 


ROUND 3 


Make sure everything is boarded up at the start of this round. Hold 
out in this room for as long as you can with just your knife and your 
pistol. Pump 10 bullets into Zombies before you attempt to melee 
them If they are not behind a barricade. If you're out of ammo, don't 
worry about holding your ground. 


When you can't hold thern back any longer, unlock the door (cost: 
750) and move to the lower hallway to purchase the MPL (cost: 
1000), Finish off the rest of the wave with headshots via the MPL. 





Try to hit your barricade points-cap by leaving the last Zombie alive 
and running around to repair each barricade. 


WHEN YOU HAVE AT LEAST 7 ,QU0 /UINTS 


Your next move is to turn on the power. This costs 3,500 points just 
to unlock the doors. Hold out in the MPL room as long as you can. 
There are only two Zombie Barricades to keep up, and the Zombies 
funnel in directly at you. 





You need more ammo before you're ready to move. You can either 
open the next door and buy the AK74u in the alley, or buy more 
MPL amma directly. 


If the enemy starts to overwhelm you, use your points to open doors. 
Whenever you enter a new area, you can be sure no enemies are there 
as long as most of the round's Zombies have already spawned in. 


When you have at least 7,000 points, it’s time to turn on the power. 
You don't have to do this all at once. In fact, we recommend you 
move slowly toward the power- 
generating room as the Zombies 
overwhelm you. This allows you 
to back your way toward the 
power room, and by the time 
you get there, you should have 
a lot of points. The more points 
you have before you turn on the 
power, the better. 








20s io 


Another reason not to rush is that the Gas Zombie crawlers don’t 
show up until you turn on the power. In general, the Zombie waves 
should be much easier without the Gas Zombies around. 


BUY JUGGER-NOG 

By the time you get to the power room, it should be close to round 
seven or eight. The Zombies are very tough, and you need serious 
firepower to survive much longer, Wait until you're nearly cornered, 
and then open the last door to the theater. Once you're inside, 
continue backing down the staircase, This is an excellent spot to line 
up the Zombies and kill them one by one. 


When you thin ihe Zombie wave considerably, move to activate the 
power on the stage, 
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Turning on the power opens up the loop, 

$0 YOU Can now move freely Ina full circle 
through the theater. Always having two 
Ways out helps ensure your survival. Having 
looped back to the beginning, you can now 
buy another Quick-Revive in the lobby If you 
need it. 


Sprint to the front of the theater and buy the 
Jugger-Nog. If you like to melee Zombies, 
consider the Bowie Knife—it’s worth the 3K. 


lf you have about 4K left, buy the Claymores 
at the front of the theater as well. Claymores 
are useful, as they replenish two per round, 





GET A GOOD RANDOM WEAPON 


Now, you need to find a good random 
weapon. You should have about 3,000 left 
over for three random weapon tries. Locate 
the box using the map in the theater. Use 
the box until you get a weapon you like. You 
can get one of many good weapons, but 
normally you want something fully automatic 
that has a decent max ammo capacity. 


We recommend the AUG, the HK21, or the 
Ray Gun. You can determine your favorite 
random weapon only via experimentation— 
everyone has different favorites. 


UPGRAUE YOUR RANDOM WEAPON 


Al this point, you should be encroaching on round 10. Consider opening up the rest of the 
theater to allow additional evasive options. Now that you have the Jugger-Nag, you should 
be able to sprint freely past small groups of Zombies without risk, 


Remember to buy a new Quick-Revive if you get caught 
by the Zombies. 


Your goal now is to survive long enough to have 5K 
points. Surviving past round 10 takes a lot of skill or a 
lot of luck. If you get cornered, consider deploying traps, 
as this gives you a couple minutes to take It easy, and It 
can help thin out a tough wave. 





When you make 5,000 points, it's time to head to the 
teleporter. Try to do this at the beginning of a round, 
because the teleporter actually kills enemies, and 
you'll have a few moments to pick off enemies from the 
projector room, 











LIVE LONG AND PROSPER 

Once you have an upgraded gun, there is no best path. Just keep moving and saving up 
points. Consider getting the Speed Cola perk first, but avoid Double Tap, as it simply drains 
your ammo faster. Use the teleporter every other round to get a breather and eventually 
upgrade your second (wall) weapon, 


GAME VER 
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Try to group the enemies behind you, keep them in sight, and move slowly through the 
house, picking them off slowly to gel extra points. Only 24 that can appear in the cinema at 
any given time. The game doesn't spawn new enemies until those 24 are killed. Killing the 
Zombies slowly, helps ensure you don't get overwhelmed. 


Always keap a wall weapon handy in case there's a shortage of Max Animo power-up drops. 
How long can you last? 
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You unlock “Five” by beating the single-player campaign on any 
difficulty. 


“Five” takes place in the Pentagon and has you moving along three 
flaors: the briefing room (top floor), the war room (secand floor), and 
the basement (bottom floor). 


In "Five," you play as one of four characters: Richard Nixon, John F, 
Kerinedy, Robert McNamara, or Fidel Castro. This is probably the 
first game to pit historical characters against a horde ol Zombies! 





"Five" features many of the same things as Kino der Toten, including 
a power switch and the same set of wall weapons. 


TURNING ON THE POWER 
The power switch is located on the basement level, and it’s actually 
slightly cheaper and easier to access than the power switch on the 
Kino der Toten map. 


To get there, you have to clear 
your way to the elevator on the 
first floor(1750 to clear debris + 
250 to ride elevator), and then 
clear your way to the elevator 

in (he war room (2000 to clear 
debris + 250 to ride elevator). 





Because it takes only about 
4250 paints to get to the 
bottom, you can do this as early as round three depending on 
your luck with points. 








Once the power is on, all the perk machines are activated, the 
ability to set the Def Con level is unlocked in the war room, and the 
taleporters throughout the Pentagon are enabled. 


THE TELEPORTERS 
When you turn on the power, several teleporter pads become active. 
Use them to teleport randomly to other parts of the map, 


lf you use one of the four corner teleporters on the bottom laval, 

it always teleports you to another pad on tha bottom lavel, If you 
use the teleporter pad in the middie of the bottom floor, it randomly 
laleports you to either the war room (second floor) or the briefing 
room (top floor). 


After you use a teleporter, a short cool-down period must pass 
before you can use it again. You can tell whether a teleporter is 
ready for usa by the way it glows. 






Active 


BE WARNED 
Zombies can freely follow you thr rough the teleporters. if 


you teleport to a bad spot (the: war room is very bad if many 
Zombies are around), you can quickly g t overwhelmed and 


die, Make sure there's some distance between yo you ‘and the 
Zombies following you before you teleport. : 
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GOING DEF CON 5 The Pentagon Tech is a very powerful 

To access the Pack-a-Punch room, you scientist who steals all of the player's w 

need to get the Def Con level to 5. Ta do weapons. He hits the players one by one, no z 

this, you must activate all four switches in matter what area they occupy. While he may a 

the war room—reter to the map in seem invincible at first, he can go down; it o 

this quide. just requires some pre-planning ie 
and strategy. " 

When you activate all the switches, all 

telaporters lead to the special Pack-a- The Pentagon Tech's hil points Increase based on the round and the number of peopie In 

Punch briefing room. You can tell they the game. Because of this, you want to get to the Tech as early as possible, With a little luck 

are activated in this way by looking at the in drops and some extreme Zombie point-milking, you can trigger him as early as round four 

telaporner; inside, you can see the Pack-a- However, if you want to have enough ammo to take him down, we recommend waiting to 

Punch machine. trigger him until round five or six, 


To take on the Pentagon Tech, there are a few things you need to know: 


Use Claymores: Claymores are like free hits against the Pentagon Tech, and 
when they stack up, (hey inflict massive damage. 


Keep Two Weapons Fully Loaded: You do not have enough time to reload your 
weapon when the Tech comes for you. Instead, switch weapons when your clip 





runs ary. 
Alm for the Head: Aiming for the head inflicts a lot more damage. 


lf He Gets Your Weapon, Don't Panic: If the Tech gets anywhere near you, he 
grabs your weapon. Just switch to your backup weapon and chase after him, firing 
inte his head. 





The More Damage He Takes, the Slower He Moves: As the Tech takes 
damage, he moves slower so you have an opportunity to catch him before he gets 





away with your weapon. 


Hf you haven't entered the Pack-a-Punch 


room, you can hit Def Con 5 and let the To kill the Tech, we recommend these steps: 
portal stay up as a means of escape when 
things gat hairy. Otherwise, you have © Activate the Tech as early as possible, 
about 60 seconds before the computer but aim for round five or six. 
automatically counts back to Def Con © Buy the MPL as your first weapon, Have 
1, When it does, the area opens up and al least enough ammo for one clip, 
Zombies come flowing in—get ready © Buy the M16 as your second weapon. 
to escapel Have full ammo. 

© Buy the Claymores. 


THE PENTAGON TECH © When you think a Tech round might be 
=—_ coming up, have everyone gather at the 

bottom-floor elevator. When the Tech 
spawns in, he comes out from the doorway 
where the power switch is just ahead. 

© Lay down a lot of Claymores in the 
hallway, preferably four per person in the 
game. Have everyone aim with their M16s 
toward the doorway, ready for the Tech. 
When he emerges, shoot at either his 





In order to trigger the Pentagon Tech you head or at the front of the number trail. 
must turn on the power. © Keep firing and don't give up, Your goal 
is to kill him before he gets anyone's 
The Tech randomly appears within one or weapon. But even if he does grab your 
two rounds. weapon, chasing him down and killing 





him later gets your weapon back, plus the 
Fire Sale. 














After the Tech takes everyone’s Weapon, he runs around the lower Note; “Five” features a special randam weapon called Winter's Breath, 
area, Where he moves randomly from teleporter to teleporter. You This weapon has the ability to freeze Zombies. 
have about 60 seconds to pump him with enough ammo to kill him. 
Remember, getting headshots deals a lot more damage than melee DEATH MACHINE 
attacks do at this point. “Five” has a special power-up drop called Death Machine. This 
Power-up temporarily gives you access to the ultra-powerful Death 
Killing the Tech rewards you with the awesome Fire Sale, a special Machine minigun. You can cut down Zombies at an Incredible rate. 
event that allows you fo buy weapons from the Mystery Box for only 
ten points. Also, a Mystery Box appears in all possible spots. If you 
sprint directly to a box, you should be able to get three uses before 
the sale ends. Killing the Tech before he gets anyone's weapon 
triggers a Bonfire Sale: the Pack-a-Punch cost is only 1000 instead 
of 5000. |t also opens up the portal to PAP and bestows Fire Sale 
properties to Mystery Boxes. 
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SOLO STRATEGY 

Your Solo goal is to try to bring out the Pentagon Tech as early as 
possible to ensure he spawns with a minimum of hit points, making 
him easier to kill. 


Again, you can do this as early as round four, but it's much easier 
on your resources to wait until round five or six so you have plenty of 
ammunition and Claymores, 





GLASS WINDOWS ROUND 1 

"Five" features a Unique type of Zombie barricade in the form of First round, repair enough to hit the 40-point cap. 

glass windows, Players can break glass windows with melee attacks 
and rebuild them for bonus Let the Zombies in to walk around. You need to luck into some 
points, However, points earned Double Points or Max Ammo power-ups, and the Zombies drop 
from barricades rebuilt in this themonly if you let them in. 


manner do count toward your 
building cap. 





MYSTERY BOXES 

The top floor has two potential Mystery Box positions, while the 
middle floor has only one. The bottom floor has three Mystery Box 
positions, and the box always starts in one of these spots. 


e100 354 


To figure out which room has 
the box, peak in through the 
rooms’ windows, Here are the 
vantage points to determine If 
the box is inside: 





Don't buy the Quick Revive—you need every point, and you 


Grenade Room shouldn't have trouble with the Zombies until after the Tech round. 


De not buy the weapons in this araa. 





Claymore Room Bowie Knife Room 
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HOUND 7 


Again, let lhe Zombies in to roam around, To kill a Zombie safely, 
shoot it six times with your pistol and then move in for a melee kill 
This tewards you with 190 points per kill. 


Zombies can lake up to eight pistol shols in this round, bul make 
sure you have enough ammo for all the Zombies. If you get a Max 
Ammo power-up, start using the extra bullets for extra points by 
hitting each Zombie eight times. 








Don't forget to hit your 
repair cap, 


Again, don't buy or unlock 
anything. 


You may want to avoid using an 
Instakill power-up In this round, 
as it wastes some potential 
points you could get with 

your pistol, 





ROUND 3 

Round three is the first round in which the enemies are somewhat 
dangerous. Feel free to melee the first wave of Zombies through the 
barricades, but you'll get overwhelmed pretty quickly, When you do, 
move to open the first set of doors for 750 points. 


Buy the MPL on the wall and use it to kill Zombies with haadshots. If 
you aren't having luck with Double Points drops, you can milk some 
extra points by shooting Zombies three times in the body with the 
MPL and then finishing them off with the knife for 160 points. 


Before you kill the last two Zombies, make sure you hit your points cap. 


PM Tt 





WHEN YOU MAVE HOUGHLY 7,000 POINTS 


Don't head downstairs until you have 7,000 points. This is how much 
you need to clear the debris, use the two elevators, open the door to 
the Claymores, and either open the door to the Mystery Box room, 
or, If you're lucky, buy the M16. 


This could happen at the end of round four, of as late as the and 
of round six. You shouldn't walt around longer than that, because 
the Tech will be very powerful on round eight and beyond (but 
still killable). 


The best place to defend during 
rounds four through six Is with 
your back to the elevator door— 
feel free to clear the debris. 
Keep the barricades up on the 
two Windows to your left and 
right, and be ready to make 

an emergency escape via the 
elevator if you get overwhelmed, 


The MPL should do you well, but 
you may need to purchase some 
extra ammo between rounds. 





Whichever round you go downstairs, leave two or three Zombies 
wandering around before you go, 


Taka the elevator to the war room. Clear the debris that leads to the 
next elevator (two pieces of debris for 1,000 each). Now, spend 250 
to go downstairs. 






Go to the room with the 
Claymores first and 
purchase a sat. 





Now, if the Mystery Box is in this room, you're in luck. You should also 
have enough points to buy the Claymores and the M16, If the Mystery 
Box isn't in this room, head outside and figure out where It is. 
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Open the door to the Mystery Box room or 
nuy the Mi6—or do both if you haye enough 
points—you only need 30 points for the 
Tech round, Head to the middle room and 
turn on the power. 


Now use the teleporters to return te the war 
room. If you don't go to the war room, head 
back through the teleporter and try again 
(it's random). In the war room, trigger all the 
Def Con switches to go to Def Con 5. 


Leave the Pack-a-Funch room and reiurn 
downstairs. Move to the elevator and kill the 
wanderilig Zombies when they find you. If 
you have Claymores, lay down two at the 
elevator entrance (facing out) before the end 
of the round. 


Now might be a good time to get more 
ammunition for your MPL as well. 





PENTALUN TECH HOUND 


The facility’s lighting should now go blue to 
indicate you've activated a Pentagon Tech 
round, If you have Claymores, you should 
have two more to plant In the elevator 
entrance. The Pentagon Tech has only one 
way to gel at you: through the Claymores, 
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lf you didn’t have enough points to get the 
Claymores, use cooked grenades and your 
machinegun to take down the Tech before 
he disappears. 


lf he gets close to you, switch to your 
starting pistol so he steals that. If he gets 
your primary weapon, chase him through 
the teleporters. He has a fairly predictable 
pattern. Try to anticipate which teleporter 
he'll exit from on the bottom level. 





Killing the Pentagon Tech activates the Fire 
Sale. All uses of the Mystery Box cost only 


10 points, Sprint to (he box and start using it—you can get a maximum of three uses before the sale ends. Be careful, the next round doesr't 
wall to start. Zombies will be on you as soon as you're done with the box. If you kill the Tech before he steals any weapons, you trigger a 


Bontire Sale (described on page 168). 


IEYOND HOUND § 


At this point, it's up to you to stay alive. "Five" is an extremely difficull level compared to other Zombies levels, and getting a good weapon irom 
ihe box requires some luck. Like other levels, keep moving, conserve your ammo, and find a good pattern to move through the teleporters. 











DEAD OPS ARCADE 


Dead Ops is a Zombie mode, Once you complete the single- 
player campaign, you can unlock Dead Ops Arcade by 
typing "DOA" into the Main Menu terminal. After that, you can 
access the game mode from the Zombies menu. 


Levels 




















While the maps you encounter in Dead Ops are random, they do have some predetermined patterns. Every four rounds, you gain access to 
a teleporter that takes you to a new area with a differant theme, Additionally, occasional special rounds-either give you bonus items or set up 
a particularly difficull round. 


You can blast your way through 40 levels in Dead Ops. The later levels have distinct themes that make them more challenging. 


‘island 1-4 
ie12 
17-20 


ice 


Weapons 


13-16 




















Basi¢ Level, No Traps. 

Traps 

Traps, Multi-Level Areas 
Traps, Choose Your Fate | Room a. 
Traps, Stampeding Cows 2 Tied 
Extra Traps, Multi-Level 
Traps, Exploding Barrels 
































Weapons are your bread and butter in Dead Ops, and they are required to prograss on the harder stagas. 








Rapid-tire frag grenades. 


— Green lasers ricochet off objects. 


Anextremely powerful minigun. == 


Fully automatic rockets—nat la abil | 
rocket launcher, ~ 
Fully automatic spread-shot. | 


Massive flames engulf your enemies, a 


























When you pick up 4 weapon, it lasts a temporary amount of time. A 
bar appears under your score, representing the amount of time you 
have left with the weapon. When the timer runs empty, you're back 
to your regular machinegun. 


Firing a weapon significantly decreases the amount ol time you have 
with it, so hold your fire until enemies are upon you. 
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TWa barre circle your hero, knocking aver any Zombie foolish enough to get close to you, | 


Simllar to Barrel Barrier, except you get four electrified coconuts circling you. These coconuts 
‘shock and kill any Zombies that get close enough. 


i When yall get this, you: are surrounded with caring bear love. The barrier is not impenetrable, 
- but it does fend off most attacking enemies. 


ols These boots effectively double your speed fora short duration, making | it ea easy to ssy to dodge t the enemy. 


| When you get this power-up, a clanking monkey drops on the ground. As lang as you don’t 
shoot the Zombies. they will move in toward the monkey. After a few seconds, it explodes, 
taking the Zombies with it. Poets teh 
This chicken orbits around you and fires the same weapon you do. It lasts fc for about two minutes before 
jtself-destiuicts, You can have multiple chicken power-ups following you. 
This power-up drops @ sentry gun. Wwheraver you pick it up. The gun picks atf any Zombies in the 
afea, |t’s a great #2 ina Solo game. 

2 : Youc can find id extra lives lives randomly in the he form of power-ups. 








Vehicles 


In addition to all those crazy power-ups and weapons, you can also occasionally find a vehicle power-up. There are two types of vehicle 
power-ups: 





a The Beasts tank With massive firepower, and it can freely run over Zombies. Use it to cut through enemy lines with grenade-lobbing goodnes goodness. 





The Chariot IS air attack chopper that you control for massive Meee Move around the area with great speed as you fire your Urano MGs. 
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Special Attacks 


You also have access to two special attacks in Dead Ops. 


The Tactical Nuke is activated with the Aim Down Sight button. It drops from the sky, killing all Zombies 
currently on the map. This emergency weapon can get you out of any jam, 





The Speed Boost button zips you across the map, bowling over any Zombies too slow to get out of your 
way. This is a great power-up to use when you're cornered and there aren't many Zombies on the map. 
lt can also be useful for grabbing a good power-up that's surrounded by enemies. Both the Tactical Nuke and Speed Boost abilities have 
drops of their own. You can see the counters for these two weapons next to your extra lives, 


Fates 

After you get ta round 13, you eventually run into a random room in which you must "Choose Your Fate.” Run to one of the doors to get one 

of the following permanen| power-ups. These power-ups last forever and are much better than a normal power-up. 

Feet (You permanently move faster, making it much easier to avoid Zombies. 

Fire Power You have the Death Machine weapon permanently 

tun a and. 
de 







/Power-ups last longer and you gain your points multiplier quicker. 


+Frien ship ‘This gives you a ‘permanent nt Chicken p power-up, effectively doubling all of your shots for the res af the gam game. 
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Traps 

Tesla traps appear on every . 

laval after the first four. As you 
reach higher levels, the traps 
bacome more dense. While 
these traps can kill you, they can 
also kill Zombies. Trick Zombies 
into running over them, 


INTEL CHECKLIST 





| OPERATION 40 


Ty Near tie RPG in the shed, just before you ae 
es into enter the villa. Page 20 











Intel2 in the bedroom in the villa, after Gastro. Page 22 














| sare At the tap of the moving staircase in the | 
Intel 3 firsthangar, = nage 24 





| | Intel 1 The second floor of the slingshot building. : Page 29 
| Intel2 The first floor of the armory. | Page a4 
. Intel 3 Behind Reznov when he gets on | Page 35 


ithe motorcycle, 


Se ce ee 





| | inet The Frieniceear te cornmunioations tower Page 43 | 
| 
| 


|nside the’ room, opposite the wall you 


: 
| Intel2 destroy with G4, on top of the workstation in | “Page 46 
= the corer. 


; ln the Paaccuarers room to the right of the iam 
~ | fatal s final tunnel, | Page 49 
a Intel 1 Across from the LAW sandbags. | Page 55 
| Intel2 ina bunker on napalin hill (Page 56 
ee Near the shell-shocked soldiar in the 
_ Intel 3 collapsing tunnel. a) Rage oe 












| Intel 1 In a site room just after you meet ReZnoy. Page 64 


| Intel2 {a building during the street battle. | Page 65 


aie) Ina building across from the MG during the | 
_ Intel's” ast battle | ag ic 





Intel? The doctor's lab at the very start of the level, | Page 70 


—Intel2  Justafter the roof slide. | Page 73 


| ” Behind where you drop down, just before you | 
[ Intel 3 3 drop down to the final slide to the ground. | Page 76 | 








PROJECT NOVA | 
“Intel reer Floor of the first building you Page 80 


Intel2 In Hangar 2/3 through the base. Page 81 


=a Intnl a wills before the last set of steps ae | | 
| ntetS imp off boat, ‘Page 85 





Points Multiplier 
As you accumulate Zombie kills and loot, your points multiplier 


increases. The higher your multiplier, the more points you get for 
everything. This in turn results In more extra lives. 


You eam an extra life every 200,000 points. A high multiplier is key 
to having enough lives to make It to the later rounds. 





}VICTOR CHARLIE | 

he Arolind the corner to the left, after killin nine | 

| Intel i | VGs'sleaping in the hammocks, before Page 88 

=! doorway tothe VG eating fromabowl, = | 
||| inte! 2 | the house behind the first rat tunnel. Page 90 | 

| ‘at Intel 3 Down the left rat tunnel after the split, Page 93 | 








CRASH SITE | | =< 


| Intel 1 Right at the Start, before you board the boat. Page 95 | 


= (ithe middie of bath after you disembark | ¢ 
“Intel 2 ahalbaat. | Page gy 


Inet 3 ‘The tare- lt area after you jump off the Wing. Page 100 | 











| Intel 1 Justin front of the entrance to the barracks. Page 105 


| 


Page 110 
| 
‘Page 112 | 


| Intel2 Tha second floor of the comm tower. 


| intel’3 In the final lab area on the table with the 
"~ explosive barrels. 





| PAYBACK 





Page Ne | 


| Intel 1 In the waterfall room on the shelf. 

—. In'front of the green tent before you board — 

| Intel2 is Hind. | _| ave 18 
intel 3 In the dark left corner in the final Page 125 


= tavern chamber. 





wl Pag 127 


| “Tote 1 To the left after you kill the first enemy. 
| Intel 2 In the Nova 6 gas chamber. | | Page 130 | 


Intel 3 In the suburban house during the gas attack. [Page 133 } 





1 REVELATIONS 
Intel { After the first set of double doors on top of 
the cigarette machine. ( ] 


| » | Afterthe morgue area, down the hall tothe | Jee 
| intel 2 right, ina bucket. ‘ ‘Page 198 


al intel 3 In the inbox on top of the desk in the 


} | 
| Page 139 


—= 
office area, Page 139 





| REDEMPTION ; > ) ) 
| - Intel aalene Gt. first large cargo ha | Page 149 
! “Intel 2 See up eoia room before you | p, ge 5 

Intel 3 Teo the final numbers- Page ; 49 | 
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ACHIEVEMENTS & TROPHIES 


Earning all of the Achievements or Trophies (hereafter referred to as simply achievements”) in Gal/ of Duty: 


Black Ops-is no easy feat. There are 50 achievements to earn. You earn most by playing through the single- 
player campaign, but a few require you tO go online. 


The Achievement/Trophy Guide immediately below does not contain any spoilers, but the Complete 
Achievement & Trophy List that follows it does contain some spoilers, as we give the specifics on how to earn 
each individual achievement. 
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AGHIEVEMENT/TROPHY GUIDE: GUIDE TO 100% 
Step One: Single-Player Campaign Veteran Playthrough 


Your first step is to play through the game on the Veteran difficulty. This difficulty is extremely challenging, so just focus on surviving. Don't 
worry about any of the extra achievements or gathering the Intel, 


Use the Intel list in the Secrets chapter to keep track of which Intel you find during your playthrough. This makes it much easier when you go 
back to get all the Intel later. 


Step Two: Gather Remaining Intel Pieces 


Refer to the Intel list in the Secrets chapter to get any of the Intel pieces you missed on your first playthrough. Each level in Call of Duty: 
Black Ops contains three pieces of Intel—you must find them all for the achievement. 


Step Three: Mop Up Miscellaneous SP Achievements 


With the exception of the Light Foat achievement, you can earn all of these miscellaneous achievements on any difficulty. Refer to the 
specific info in the following Complete Achievemen! & Trophy List lor details on how to earn them. 





Step Four: Zombies 


The Zombies achievements are the hardest in the game, Refer to the Zombies chapter for extended survival strategy, and check the 
following achievements below for details on the specific achievements you need to earn, 


Some of the Zombies achievements are much easier to achieve with a team of players. Two achievements—Sacrificial Lamb and See Me, 
Stab Me, Heal Me—require at least one other player. 


step Five: Online 
There are just three achievements to earn in the multiplayer game. You can earn them somewhat easily—refer to the list below, One 
requires that you perform well in Ranked matches online. 


Step Six: 2??? 
A few achievements are way too Secret lo mention in this spoiler-free section, If you want to see what they are, go all the way to the end of 
the Gomplete Achievement & Trophy List, to the "Ultra-Secret" section, 








COMPLETE ACHIEVEMENT & TROPHY LIST 
REGULAR CAMPAIGN ACHIEVEMENTS & TROPHIES 


You automatically earn each of these achievements for completing levels In [he campaign. 




















SACRIFICE BROKEN ENGLISH 

‘Xbox 360. 10 Gamerscore ‘Xbox 360 10 Gamerscore == ==" 
33. ==—Sst—~—~sé«éB ONZE Mandl —. [RSSia es Bronze Medal et 
‘Description Ensure your squad escapes safely trom Cuba ‘Description Escape Kowloon Serine | 


Complete the level Operation 40. 


GIVE ME LIBERTY 
‘Xbox 360 10 Gamerscore 
-—_ Bronze Medal 
a elescapeWorkute 


Complete the level Vorkuta. 


VIP 

Xbox 360 10 Gamerscore 

‘PSS Bronze Medal 
Description Receive orders from Lancer 


Complete the level U.S.D.D, 


A SAFER PLACE 

“Xbox 360. 10 Gamerscore 

‘PS3 Bronze Medal i - 
Description Sabotage the Soviet space program 





Complete the level Executive Order. 


LOOKS DON'T COUNT 

cost 10 Gamerscore - 
_ 3. 2S S—CSCséC@BcFVZe Medal 

(Heseription. Break the siege in the battle of Khe Sanh 








Complete the level Numbers. 


sacl GET OFF THE BOAT 
| 10 Gamerscore 
Bronze Medal 4 
Find'the Soviet connection in Laos 


Complete the level Crash Site. 


ss WOUNDS NEVER HEAL 


10 Gamerscore 
PSS Bronze Medal 
Daman _ Escape the past 


es ioe ae = —— —_—_— — 


















Complete the level Project Nova. 








CLARITY 

“Xbox 360 10 Gamerscore = a 
| Be Bronze Medal mI a 

Description Crackthecode 


Complete the level Revelations, 


STAND DOWN 
‘Mbox360 © 35 Gamerscore 
PSS | Silver Medial 


Complete the campaign on any difficulty = 





Deseription 











Complate the level S.0.G. 


This is rewarded after you complete the level Redemption. 


S0G RULES 
x } 10 Gamerscore 
Bronze Medal es)! 
Ss i rit y | ie Retrieve th the dossier and the defector from Hue City 





Complete the leve| The Defector. 
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VETERAN CAMPAIGN 
ACHIEVEMENTS & TROPHIES 


You ear bonus achievements for completing campaign levels on 
the Veteran difficulty setting. 


COLD WARRIOR 

‘Khox 36025 Gamerscore 

PS} Silver Medal 

ae ‘Com plete ‘Operation 40," “Vorkuta" and “Executive 
| ‘order on Veteran difficulty 












zich AND vIn 








ee 1/25 Gamerscore 

~ Silver Medal 

. Gomplete “Numbers,” “Project Nova” and “Victor = 
Chatlie” on Veteran difficulty = 

















25 Gamerscore 
‘| Bit Medal 
iPemplete “Crash Site,” "WMO," and “Payback”on 
Veteran difficulty 










ce ver Mec 
[ee pn pl tei and [eterno on 
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SPECIAL CAMPAIGN ] 
ACHIEVEMENTS & TROPHIES * 


There are a lol special achievements to earn in the single-player 
campaign. We tell you the specifics af how to earn them here. 


wht TO DICTATORS 
60 ae 





To earn this achiavement, you have to kill Castro with a single 
headshot. This is an easy shol to make. 





SLINGSFIUT KID 





Earn this achievement by demonstrating perfect aim in the 
slingshot sequence early in the level, Aim a bit above your targets 
to demolish them successfully. Here's exactly where you should 
fire for the three targets: 








VEHICULAR SLAUGHTER 


Xbox 360. 25 Gamerscore Ly ops ae Esl 
$3 Silver Medal 


Destroy all enemies on vehicles during the prison break | 








To earn this achievement, kill all the enemies thal appear on vehicles 
in the Vorkuta level's final escape sequence. We've Identified some of 
the enemies you have to kill for the achievement here: 









~= ~S 


Hijwntives Guanpd wine 
Cinicur evil thyeuliwy 





TOUGH ECONOMY 


860 15 Gamerscore. ; cee aati atal 





3 Bronze Medal Pee 
eae stion Use ho more than 6 TOW guided missiles to destroy the 
Peale tanks in the defense of Khe Sanh 


‘Level Famed S06, — 


Earn this achievement at the very end of the 5.0.G. level. 


There are six tanks to kill, so thal means you can’t miss with any of 
your TOW quided rockets. If you mess up a shot, wait for the tanks 
to kill you so that you can restart from the previous checkpoint. 
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THE DRAGON WITHIN 

‘Mbox 360 = 15 Gamerscore pte iq) 
ps3) Bronze Medal | , <3 
Description Kill 10 NVA with Dragon's Breath rounds a abl 
LevelEamed  TheDetector 





As long as you use the flame rounds with the shotgun you receive 
at the beginning of this level, you can't miss the achievement. You 
should earn this before you leave the starting office complex. 
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WITH EXTREME PREJUDICE 
(hoy 3 _ 25 Gamerscore 
” Silver Medal 

~ Getto the POW compound in the Hind nd using only rocket rockats cats | 
ir _ Payback 





Halfway through this level, you and Woods fly a Hind. Keep your 
finger off the Fire button to avoid using the MG through the entire 
sequence to earn this achievement. We recommend you attempt 
this on the Recruit difficulty setting. 





_ 15 Gamerscore 


Bronze 
Incinerate 10 enemies with the Flamethrower attachment 
in the POW compound. 
Mieke 


Just before you find the POWs on this level, an enemy drops an 
AK-47 with Flamethrower attachment. Grab this and proceed to 

kill 10 enemies before the end of the level. Like the With Extreme 
Prajudice achievement, we recommend you attempt this on Recruit 
difficulty, because It can be dangerous getting clase enough to an 
enemy to light him on fire, 











| HATE MONKEYS 


15 Gamerscore 
$3 sCéBronze sees 
Deserig ion ill 7 monkeys in under 10 seconds in the Rebirth labs 

caal re ‘Rebirth 







This achievement is more challenging than you might think. 


It's best to do this with Reznov in the first part of this level, Just 
before you gal to the experiment room ((he room with the large 
Nova 6 chamber in the middle), a group of monkeys is in cages at 
one corner of a hall. Drop a couple grenades in the commer, and then 
open up on the monkeys with your shotgun. 


If you don't get it the first time, try again by committing suicide with a 
grenade—there’s a checkpoint just before this area. 










NO LEAKS 
ox 2 50 Gamerscore = =) 
“Silver 
eee ‘Make itthraugh the NOVA6 gas without dyingon 
te lk Rebirth Island ———————— 
LevelEamed = Rebirth | 


We recommend you try for this achievement on Recruit difficulty. 
Halfway through the level, you have to wear a hazmat suit to get 
through a cloud of Nova 6. While you wear the suit, your health is 
rapresented by the damage your suit suffers. This means you don't 
automatically regenerate health. 


You must get through this entire sequence without getting killed to 
earn this achlevement. Keep to cover and avoid taking hits at all 
costs; you can't get this one by rushing ahead. 








DOVEEE WHANINY 


Ws! Gamersco ra 


> Bronze 
" Dastray both helicopters with one TOW guided m wales missiles | 

~ for v the ¢ deck of the ship 
Redemption 











This difficult achievement requires excellent accuracy and timing. 

To take down both birds with one stone, you need to explode the 
Valkyrie early by pressing the Fire button exactly when the rocket is 
positioned between the iwo choppers. This takes some patience, as 
the helicopters must be flying next to each other for one Valkyrie to 
hit them both. 





If you miss and accidently take down one helicopter, fire a rocket 
pointblank at the ground to commit suicide and retry from the 
checkpoint. 













FRAG MASTER 

Xbox 360 {5 Gamerscore ; 

‘PS3 Bronze ; 

‘Description Kill 5 enemies with a single frag grenade | 


WiveiEamed Aleve 


This requires a bit of luck, as the enemies must be very tightly 
clustered for you to kill all five with one blast. Using the Grenade 
Launcher attachment does not count toward this achievement. 


SALLY LIKES BLOOD 
Xbox 360 15 Gamerscore —. =] 


‘PSS Bronze 

Demonstrate killer economic sensibilities by taking down, 
Description 3 enemies with a single bullet ida 1 
Level Eamed — Anylevel | 


Zombies is also your bast bet for earning this achievernent quickly— 
try to get the Zombies In a line, and take down three with one shot 
from a high-penetration weapon like the FN Fal. The M16 can also do 
the job, but its rapid fire might make the task more difficult than a rifle. 


This does not work with a shotgun, because the shotgun fires shells, 
not bullets. 


UNCONVENTIONAL WARFARE 





Xbox 360 15 Gamerscore 

(ps3 Bronze fae 
‘Description Use the explosive bolts to kill 30 enemies 
Wevelarmed) Anylevel 


This achievement is cumulative over levels. However, if you die, you 
lose all crossbow kills since your last checkpoint. 


Two campaign levels give you access to the explosive crossbow 
bolts: Executive Order and WMD. 


CLOSER ANALYSIS 

Xbox 360 15 Gamerscore y 

PS3 Bronze ST 

‘Description —_—-Find all the hidden Inte! | 
| 


tevalEamed All Levels 


Each campaign level except for U.S.D.D. features three hidden 
piaces of Intel. For a complete list of Intel locations, check the Intel 
section of the Secrets chapter. 
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SPECIAL CAMPAIGN ACHIEVEMENTS & TROPHIES 


There are only three Multiplayer achievements to earn, 


a ee —3 


DATE pid 


15 Gamerscore Load up the Theater Mode in Multiplayer, invite a friend, and watch 


7 ‘Bronze something with him or her to earn this achievement. 


© Watcha film or clip with a trend 


20 Gamerscore | Wager matches are a new game type in Multiplayer. You can 
‘Bronze | gamble COD Points against other players in this mode. This mode 


Finish 5 Wager Matches“in the money" -—S=——|_Fequires you to play against random people online. 





To finish a Wager Match “in the money,” you must place third or 
higher in the final standings. 























sol FOR DEPLOYMENT 
_] 15 Gamerscore | Combat Training is a new game mode for Call of Duty: Black Ops. 
Bronza You can play with your friends (or by yourself) against bots in 
Reach tank 10|n Combat Training | Deathmatch and Team Deathmatch games. You can earn this by 


—= = = 





playing four or five games against the bots. 


ZOMBIE ACHIEVEMENTS & TROPHIES 


Zombies achievements are the most difficult to earn in the game. Patience, practice, and knowledge are key to surviving long enough 
to earn these, 


— eee 















THE COLLECTOR HANDS OFF THE MERCHANDISE 
| Teayenceeae ao Xbox Zz fit Gamerscore “ = os on_-| 
“Bronze ‘Psa | Bronze ae 
oa \ ~ InZombie mode, buy every weapon offthe wallsina | ii escriptio = } Killthe Pentagon thief before it can steal your loadout 





'__ sifigle game 
You need a lot of points to get every weapon. For complete weapon The Pentagon thief is a special enemy you encounter in the “Five” 


Sa Eee mma! 











locations, check out the map-specific Zombie strategy In the Zombies level. Killing him isn't easy, bul we have a strategy for you 
Secrets chapter. in the Secrets chapter, 

To gel every weapon, focus on buying wall weapons only, and You unlock the “Five” level after completing lhe game once 

avoid spending money on areas thal don't have access to wall on any difficulty. 


weapons. Depending on your point-earning strategy, you have to 
make [t roughly to round 12 in Solo to have enough points to buy all 
weapons and unlock the necessary areas. 


Don't forget that Frag Grenades, Claymores, and the Bowie Knife all 
count as wall weapons. 


if you follow the tactics outlined in the level-specific strategias, you 
should make it to the double digits in Solo with some practice. 
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SACRIFICIAL LAMB _ ) ee ME, STAB ME, HEAL ME—SECRET ACHIEVEMENT 








Xbox 360 15 Gamerscore bw ds 9 15 Gamerscore 4S 
pss Bronze | Bronze 

Picea han Kil 6 Zombies atter getting shot by a Pack-a-Punched — eae Throw.a Pack-a-Puinched Ballistic Knife at a downed ally 
Bascription crossbow bot vs via ton “‘forevivehimfromadistance 


You can receive the Crossbow from the Random vi Weapon ¢ Crate. To = The Ballistic Knife is another weapon you procure from the Random 

earn this achievement, you can have a friend upgrade the Crossbow #$ Weapon Crate. If you Upgrade one with the Pack-a-Punch upgrade 
with the Pack-a-Punch perk, 7 machine, you can revive 

and then have him or her shoot your teammates with Il. This 

you with it, Once the explosive is a seriously challanging 

bolt is attached to you, run into achievement and requires you 

a large group of enemies. lo assemble a well-oiled anti- 

Zombie team. 
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ULTRA-SECRET ACHIEVEMENTS & TROPHIES 


“INSERT COIN” — 
“Xbox 360 5 Gamerscore 
Ps r= Bronze 


Access the tarminal and battle the forces af the Cosmic 
a *! - Siverback in Dead Ops Arcade che als 


Enter “DOA" into the Main 
Menu’s terminal. After you 
unlock it in the terminal, it 
then appears unlocked in the 
Zombies menu. 
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JUST ASK ME NICELY ~ — 
ata 45 Gamerscore a uasluil eee 
t ___ Bronze | 


HBescrition —[Breaktfo from the toture chalr 


To break free from the torture chair, you have to be on the Main 
Menu screen. Here, you eouely play as Mason. To break free and 
explore the torture 
chamber, press the 
Aim Down Sight and 
Fire buttons rapidly. 
You should see Mason 
get up, and then you 
can explore this 
small area. 


EASY RHINO 
Xbox 36 10 Gamerscore 
Bronze 

ft Dead Ops Arcade, use a Speed Boost to blast through 
“20 ormoreenemiesatonetime == 





In Dead Ops Arcade mode, you can activate a special attack called 





the Speed Boost. Do this by pressing the Fire button. 15 Gamerscore 
Bronze 
You ean earn this achievement on the first or second level of Dead Play Zork én the terminal 


Ops Arcade. Avoid killing Zombies and keep them at a distance. The 
Zombies will naturally group up as you move around. Keep avoiding Once you get up and earn the Just Ask Me Nicely achievemeni, 


the Zombies until they are in one tight group following you around yOu Can use a computer terminal in the room. This terminal has the 
the map. When a lot of Zombies are in this group, point directly into classic Activision text adventure Zork installed. Type “ZORK" into 
the group with a Speed Boost, the terminal to start the game and earn this achievement. 


lf you don't get the achievemeni, it just means there weren't enough 
Zombies in the pack—try the same strategy on the next level. 





MULTIPLAYER BRIEFING 


Welcome to Call of Duty: Black Ops multiplayer. If you're a longtime Gal! of Duty fan, you'll find a lot to like here. If you're a fresh recruit, we've 
done our best to give you the tools you need to survive and thrive online, 


Look through this chapter for a broad overview of the various multiplayer gameplay features in Call of Duly: Black Ops. Visit the Armory chapter 
for a more in-depth discussion, and then check oul the Maps and Modes chapters for a [ook at all the battlefields and gameplay types. The Special 
Ops chapler holds the real bare-metal advice for playing online. Finally, the Reference section al the end is a good place to look if you seek 
information about equipment or olher data. 
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OVERVIEW 


You can enter Cail of Duty; Black Ops multiplayer alone or with your party through any number of matchmaking playlists. 





You can also play private, custom games with your friends, or even play offline in Gombat Training against Al bots. 


if you re just starting, we recommend running through the campaign, then hopping online with some friends. Multiplayer veterans may 
want to jump right online, while new players can ease the transition into multiplayer by checking out Combat Training against bots. 


Multiplayer Modes _— 


Matehmaking in Cal/ of Duty: Black Ops |s largely divided among the game's various play modes. Some modes are restricted to no 
parties (generally Free for All), but most allow you to bring your friends, A few playlists are explicitly for larger paries—large team battles, 
essentially—though most games are 6V6 affairs. 


CALL OF DUTY: BLACK OPS MULTIPLAYER MODES 
MODE = ~—_ DESCRIPTION 2 ee ae 
Free for All (FFA) Every man for himself, First player to the score limit wins. 

Wager Match — Six-player FFA, Top three players earn CODPoints (currency). Bottom three lose it 
‘Team Deathmatch (TOM) Team vs, team deathmatch. First team to the score limit wins, eas... = 
ay Two teams, offense and defense. One bomb, two bomb sites. Either team wins by eliminating the other. Offense wins by 


















blaabihs Bestoy See) planting and defending the bomb until itdetonates; defense can winbydefusingit, = 
Dematition | Twa teams, offense and defense, One bomb, two bomb sites: Offense wins by detonating the bomb; defense wins by holding | 
ih ap ale out for the Tull time limit. hes behets 

Sabotage TWa teams, one bomb, one bomb site for each team. Either team wins by planting and detonating the bomb. | 
Domination + Twa teams, three capture points. Halding a point raises your team score: reach the score limit to win. [ | 

| Caplure the Flag (CTF) Two teains, two flags, Capture the enemy flag to win, | 


Two teams, multiple Headquarters. Headquarter moves around the map randomly; sacure and hold the Headquarter location 
__!¢-sarn points. First team to reach the score limit (or outscore the other team by the time limit) wins. 


Headquarters 





Multiplayer Combat 


The multiplayer combat experience is very differant fram the single- § opponent, and gets the jump and the first attack, wins the fight. 
player campaign. Depending on your personal experience with the Learning ta be the player with (he upper hand al all times is 
Cail of Duty series, multiplayer combal may be new to you as well. extramely important. 


Multiplayer combat is very fast and very lethal. Most guns kill in no lf you're new, learning online can be painful, bul Cail of Duty: Black 

more than a few shots, and many types of attacks can kill instantly. Ops now includes Combat Training with bots. If you're totally green, 

Standing oul in the open means a quick trip to the grave. we recommend experimenting a bil there—bul don'l be surprised ta 
find that players online don't always play the way bots do. 

Survival in Call of Duty: Black Ops depends an your situational 

awareness, your movement skills, your Stealth, and your aim. Combat Training can help Improve the fundamentals of your play— 

In most situations, [he player who oulthinks and outsmarts his class outfitting, movement, aiming and firing weapons—but it can’! 











help you with the mental aspect of defeating other human players. 
That's the difference betwean winning and losing online. Once 
you're comfortable with the basics, get online and start playing] 
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WELCOME BACK 


For returning veterans of the Call of Duty series, we've prepared this section to give you a quick overview of the changes to the game. 


Customization 


Character and gear customization has been given a big upgrade. 


In addition to Weapon Attachments, you can now customize your 
reticules and even the scope tint, as well as create an entirely personal 
and custom emblem that you can then stamp on all of your weapons! 


And yes, |i 
someone picks it 
up your weapon 

(or Watches your 
Killcam), he or she 
sees your emblems 
and any scope 
customization. 





There's more: Your Clan Tag is actually embossed right onto your 
weapons, It is also possible to colorize your Clan Tag! 


Camouflage has been extended, as well, In addition to being able to 
camo your weapon, you can now apply facepaint to your character. 


Loadout Changes m3 | 


There's a greater emphasis on Assault Rifles and Submachine Guns (SMGs) this time around, with a larga number of each available. 


Shotguns can no longer be used as secondary weapons. 


More options have been added to primary and secondary grenade types, and all deployable items have been moved to a new Equipment 


category; this includes C4 and Claymores. 
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| ADS: Alli DOWN SIGHTS 


\ cane \hl aid i lee ho 


Any time you see ADS in this guide, we're talking about 
aiming down the sights of your Weapon. 
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Perks 


Stopping Power is gone. This has several significant effects, notably 
on the performance of Sniper Rifles and weapons equipped with 
Silencers. It also limits the number of normal guns that can perform 
a two-shot kill. 


Partially ta compensate for this change, Assault Rifles have all 
moved te a 40-30 damage profile. 


The other Perks have been reorganized and adjusted, with some 
additions and removals, as well as shuffling which Perks are 
available in each 
Perk slol, See the 
Perk overview 
section later in 
this chapter for 

a quick look, or 
check the detailed 
Perks overview for 
a more thorough 
investigation. 
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Killstreaks 


Kilistraaks have completely changed across the board—see the 
Killstreaks sections for more specific details. 


Of greater importance, Killstreaks no longer contribute to Killstreak 
Chains. That is, if you use an RG-XD and kill two players with it 
when you're already at three kills, your streak remains at three kills. 
If you want to get your 5 Killstreak, you have to get those next two 
kills the old fashioned way. 


As a resull, the highest accessible Killstreaks top out at 11 Kills— 
achievable, though stil! challenging. 


Deathstreaks are removed. This means no more swearing when 
you fail to kill someone due to Painkiller, but it’s also a bit harder 
to break out of a determined spawn camping if the enemy team is 
organized. Be prepared! 





Unlock System 
Weapons are still “unlocked” by gaining levels, bul ai/ items 
(including Weapons) are now purchased with CODPoints. 


CODPaints are earned as a fraction of the Match XP that you gain 
during a match. Ten percent of the Match XP that you earn is given 
as CODPoints. 
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You can also acquire CODPoints by playing Wager Matches, by 
completing Contracts, or by gaining levels. Again, 10% of all the XP 
you earn over time is funneled into your CODPaints, 


You can unlock any items in any order with CODPoints: new Perks, 
Killstreaks, Atlachments, Camo, Emblems, anything you want. The 
only restricled items are weapons, which you must first access 

by leveling; and Pre Perks, which must have their Challenges 
complated to unlock for purchase. 


Leveling and Prestige —__ 
Level 50 is now the maximum, but there are 15 Prestige levals to 
aim for. 


Prestige levels still unlock additional Custom Class slots, as well as 
some rare camo, and a few other goodies. 


Contracts 


New to Call of Duty: Black Ops, Contracts are special challenges 
that you can “buy In’ with CODPaints. Once you accept a Contract, 
you're given a certain amount of live, oriline game time to complete 
the contract. 


Succeed, and 

you earn more 
CODPoints. Fail, 
and you lose your 
Investment and 
have to wail for the 
available Contracts 
to refresh. 
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Just like Challenges, a variety of Contracts are available, Unlike 
Challenges, the available Contracts vary from day to day. 


Theater Mode 


A major new addition is the ability to record and play back game 
video. You can even edit this video, stitch it together into a new 
video, and then save It to your personal online filaspace, where it 
can be shared with your friends, 


Expect a whole new generation of action videos to show up online... 


Theater mode also includes the ability to take screenshots of any 
moment in time during a recording, and you can upload them to your 
personal filespace, 


Statistics 

Treyarch has packed in a massive suite of stallstics-tracking tools, 
allowing you to drill dawn to an amazing level of detail about your 
entire online performance profile. 


Want to know where you hit enemies most often? How accurate you 
are with a specific weapon? Which Killstreaks yield the most kills for 
you? No problem! It's all stored, 
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GAMEPLAY TWEAKS 





No More Quickscopes : 


Sleight of Hand no longer gives its ADS bonus to precision scopes. As a result, it's no 
longer passible to Quickscope with Sniper Rifles. Keeping your distance or swapping to 
a secondary weapon is advisable. On the upshot, Scoul Pro now doubles weapon switch 
speed, 50 switching to a pistol is near instantaneous, and any other weapon is quite 


fast as well. 


CUSTOM CLASSES 


While you begin your Call of Duty: Black Ops multiplayer career 
without the ability to customize your classes, after completing just a 
faw matches, you unlock your first five Custom Class slots. 


| PRESTIGE CLASSES _ 


| Gaining Prestige ranks unlocks additional Custom 


| 
Class slots. 


You can rename and configure each of these Custom Classes to 
your liking. You should decide how you configure your classes by 
what goals you are pursuing. 


if you're trying to level up quickly, we recommend diversifying your 
classes as much as possible and cycling between them each round, 
or even each death! Doing so gives you the most possible Challenge 
completions over time, increasing your experience and CODPoint 
accumulation. 


lf you're more concerned about winning objective mode games, 
configure one or more classes (typically at least an offensive and a 





—_ 


in general, Explosives are somewhat less potent across the board, 
Most deal less damage or have a smaller radius, Using most 
secondary Launchers slows your movement speed considerably. 


Explosives also do not restock with Scavenger (aven Pro), and you 
receive only one Claymore by default. 


Also, a few powerful Perks are resistant to explosives and 
secondary grenades. 


That said, you can still build some very nasty bombardment classes 
with the right kit. See the detailed section on Custom Classes for 
more on this topic. 
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defensive class) specifically for that mode. This could be as minor as 
aquipping a Tactical Insertion in CTF or Demolition, or as major as 
completely revamping a few classes with custom Perks and combat 
gear to suit the mode and map. 


Finally, if you care most about simply performing well, configure your 
classes with your personal favorite weapons, equipment, Perks, and 
Killstreaks, mixing those you perform best with and those that are 
the most broadly effective across many maps and modes. 
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Primary and Secondary Weapons 


When you create a class, you choose one primary and one 
secondary weapon. 


PRIMARY WEAPONS 


submachinegun 


Assault Rifle 
Light Machine Gun 
sniper Rifle 


Shotgun 





Broadly speaking, Shotguns and Sniper Rifles are useful for ultra- 
close or uillra-long-range combat, while Assault Rifles are middle 
of the road, SMGs are for close-medium, and Light Machine Guns 
(LMGs) for mediuim-long. 


SECONDARY WEAPONS 
Pistol 
Launcher 


" | Special 





secondary weapons fill more specialized roles. While your primary 
weapon |6 generally strongest within a certain range band, 
secondaries have a different function. 


Pistols are a greal backup weapon if you have to reload mid-fight, or 
if you gel surprised at close range with an LMG or Sniper Alfle. 


Launchers are useful for flushing campers out of their hiding spots, 
and for clearing an objective point or chakepoint of multiple enemies. 


Specials are just that—the Crossbow and Ballistic Knives fill unique 
roles, Generally speaking, the Crossbow has some properties of a 
Launcher, and Ballistic Knives are useful mostly for stealthy builds, 


Combat Gear : 


In addition to your Primary and Secondary weapons, you also 
have to chooses from an atray of specialized combat gear. These 
equipment chdices allow you to adjust the overall effectiveness of 
your bulld in a variety of combat situations. 








LETHAL 


Frag Grenades 


Senitex 


Tomahawk 





Lethal gear is exactly what it sounds like: tools that are used to kill. 
In the case of Frags and Semtex, they're used much like Launchers, 
for flushing out campers, targets behind cover, or mulliple enemies 
clumped up at an objective or chokepoint. 


The Tomahawk is a special weapon, great for adding some zest to 
stealth-based classes, 


TAGTIGAL 
Willy Pete 
Decoy 


leer t= 


Flashbang 


Concussion 





Tactical options are used mostly to give you more options on the 
battlefield. Using Tactical grenades intelligently can result in easy 
kills, or give you protection agains! enemies. 


Willy Pele creates a smokescreen for temporary cover, while Dacoy 
grenades can distract or attract enemy attention, 


Nova Gas, Flashbangs, and Concussion grenades are all disruptive 
tools that can disoriant or stun your opponents. 


Nova Gas is additionally usetul tor flushing enemies out of cover, or 
creating an unsafe area at an objective or chokepoint for 
enemy forces. 


EQUIPMENT 





Camera Spike 
Claymore 
Jammer 


Motion Sensor 


Tactical Insertion 


Equipment gives you a range of useful tools. Claymores and G4 
are additional lethal implements ideal for protecting an entrance 
or an objective, 


Motion Sensors and Camera Spikes can be used to set up a 
perimeter If you're camping in an area, or to provide your team early 
warning of enemy presence in a critical objective location. 





The Jammer is useful for aiding the defense of a fixed area on the 
map, of It can be placed near common chokepoints to disrupt 
enemy pushes, 


Perks 


Perks are special abilities thal enhance your character in various 
ways. Each of your Custom Classes can equip up to three Perks, 


The three Perk slots each offer a distinct set of Perks; that is, Perk 
slot 1 provides several unique Perk choices, as do Perk slots 2 and 3. 


Each Perk begins as a “basic” version. By campleting certain 
specific Challenges unique to that Perk, you can unlock the ability to 
upgrade the Perk to a "Pro" version. 


BASIC PERK OVERVIEW 
PERK SLOT 1 








Fant Reduces Explosive Damage. 

| jase oe Undetectable by Spy Plane and Blackbird. 

| ssh = Kilistraaks require one fewer kill 

Luonwsio | Move Faster 

lSeevanger ¥ a 13 Pick lip ammo from fallen enemies and replenish Lethal 


7 grenades. 


PERK SLOT 2 


-— 
| 
I 
: 
608| 86 
1 


| am ; ry Increased bullet penetration. 

‘Scout 6b. Hold breath longer 

pore GD Faster reloading, 

pene re Increased hip-fire accuracy, 

Wort | Equip two Attachments on DEG weapon, 


PERK SLOT 3 
EFFECT 
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to Deteat enemy equipment and explosives. 






Longer Sprint, 
Silent movement. 


Pull out your pistol before dying. 
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Reduces the etfact of flash and concussion grenades. 


Finally, the Tactical Insertion is most useful in ceriain objective 
modes, where controlling your spawn location can be vitally 
Important for maintaining offensive pressure, 


Pro Perks function similarly to their base versions, bul with an 
additional bonus on top, making them stronger Perks all around. 


For your first trip to rank 50, we recommend simply acquiring Pra 
perks as you play naturally, going after the Perk Challenges In 


whatever order is most enjoyable for you. 





Once you Prestige however, we recommend quickly identifying 
and pursuing the Pro Perks that are your favorites, as well as he 
ones that have the most power in your favorite game modes. 









lmmune to fire damage, can throw back frag grenades safely. 


Undetectable by aircraft, dogs, IR, and sentries, No red name 
of crosshair when targeted. 


Can change the contents of a Care Package. 


No Fall Damage. 


a 
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Start with extra mags, replenish Tactical grenades, 





1 ae 
Increased damage to aircraft and turrets, reduced flinch and | 
racoil when shot. | 


wo 


Faster weapon switching. 


j 
| 
= 


Faster ADS with non-scoped weapons. 


Quicker aiming after sprinting quicker recovery from knife 
lunges. | 





Start with one extra Lethal and Tactical arenade 
(except smoke), 














| PRO EFFECT 





Ability to sabotage enemy équipment turtats, and crates. 
Invisible to Motion Sensors. 


eas) 
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Unlimited Sprint. 
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Completely silent, and enemies are louder. | 


Survive longer, and teammates can revive you. 


Protects against gas grenades, reveals locations of flashed or | 
stunned enemies. 
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Killstreaks 





Killstreak rewards are given for maintaining a Killstreak (consecutive | Nib MORE KILLSTREAK CHAINING 
kills without dying). When you score three or more kills in a row x HOH 


without dying, you unlock the ability to employ a Killstreak. It's no longer possible to gain a higher Killstreak by scoring 


) kills with a lower [illstreak. 


Killstreaks have a wide range of effects. Some are straightforward 
offensive weapons, useful for attacking an objective area, open area, 
or chokepoint, 


lf you want an 11 Killstreak, you have to earn 11 kills in 
| a single life, with your own gear—kills earned with lower 
| Killstreaks do not increase your streak. 


| 





Others provide 
a team wide radar benefits, and a few act explicitly ta protect you and your team from 
oppasing Killstreak rewards. 


Killstreaks earned are saved and do persist from life to life. As long as you don't use them 
and the match doesn't end, you can freely stock up on Killstreaks as much as you want, and 
use them when you feel they most benefit you or your team. 





CALL OF DUTY: BLACK OPS KILLSTREAKS 
: ! | EFFECT | 


Displays enemy locations an minimap 
oe ee noe RC car 
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emote disables enemy minimap 
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Aldrops a paces SAM turret that erro enemy air ae 
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Adrops a random Killstreak reward or ammo crate 
: : 


Targeted Napalm airstrike 
ae 


‘Airdrops a placeabe Sentry Gun 


- = et Eee — 


Target three locations to bombard with artillery EASY 
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cals in helicopter air support 
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Atos a Valkyrie launcher with two remote controlled missiles 


(Benereerny locations and movement on the minimap, cannot be shot down 
eek ye OMT feet ) le Ve 


eee airstrike 
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Take contro| of a high powered Gatling gun onan PRL helicopter 


Cal in attack dogs that hunt down and eliminate emt forces 
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Take full control of afl attack helicopter armed with minigun and rockets 
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WEAPON CUSTOMIZATION iS 
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Once you select your primary and secondary weapons, you can then further customize thern by choosing from a variety of Attachments 
and camouflage. 


Attachments Camouflage = 


Attachments can be fitted onto all primary weapons and most Camo, along with 
secondary weapons. Emblems and 
your Clan Tag, 
Attachments act either to improve a weapon’s basic function, or to can be applied 
add new or altered functionality. An example of the former would be — te. a Weapon to 
adding a precision scope or an extended magazine. Examples ofthe customize its 





latter include an under-slung grenade launcher or dual wielding. appearance, 
All Attachments must be purchased with CODPoints. All While camo is often 
Attachments for a given weapon are immediately available for a matter personal style, you can change your camo to match the 
ourchase once you acquire access to the weapon. Thus, you're map on Which you're playing if you want to squeeze every little bit of 
limited only by what you can afford to unlock immediately, effectiveness out of your loadouts. 

err") s | 
RANKS v4 - kam 
As you complete matches online, you earn Experience (XP) that The only things you retain access to are your Custom Emblem, Clan 
increases your level, Tag, and access to playlists. 
There are 50 Rank levels through which to progress, and each However, Prestiging does come with some Perks—you unlock 
new rank unlocks a new weapon or other feature for your use, and additional Custom Class slots, and you can work your way toward 
awards you some CODPoints as a bonus. Gold Camouflage for your guns. 


Once you hit maximum Rank, you have the option of Prestiging. This 
resets you to the first level and re-locks all weapons, Attachments, 
Perks, and Killstreaks, 


| RANK # RANK TT MIN XP 
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(Ranks continued) 






eG 
222800 
245000 
268500 
293809 
319400 
846800 
i - 375500 
0 
if 487100 
470000 


RANK # | RANK TITLE 
fi} Lieutenant 1 


be 677200 
615900 
856100 
697600 
929800. 
961000 
tase 
1088500 


1144800 


1202800 


CONTROLLER TIPS 


Most controller settings are fairly straightforward, but a few noteworthy options can directly affect your gameplay: specifically your controller 
layout and the sensitivity. Controller layout issues don’t apply on the PC, though sensitivity still does. 





Tactical Confi 
One coniroller option allows you to swap the position of Crouch and 
Melee. By doing this, you can more easily crouch or go prone while 
siill moving. This can be Important in combat, as going prone when 
you take a long-distance shot and then quickly ducking down behind 
cover can save yout life. 





With the new “dive to prone” this controller option also allows you to 
sprint, dive, and turn while still being able to airn. 


The downside to switching this option is losing instant melee strikes, 
which can get you killed in close-quarters, face-to-lace knife fights. 


Spend some time playing around with each option; depending 
on how you normally play, you may find one or the other suits 
your preferences. 
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Sensitivity 

Sensilivity can have a significant impact on your performance. On a 
cansole controller, higher sensitivities allow you to turn more quickly 
to respond to threats, and are generally more effective with weapons 
that require less precise aim—good for COB weapons like SMGs 
and Shotquns. 


Lower sensilivilies give you more precision at a distance—better for 
sniper Rifles and LMGS. The tradeoff, of course, is that you can't 
turn as quickly, which makes you more sluggish In CQB battles. 


Spend some time playing around with different sensitivities: don't 
just leave it at the default. With some experimentation, you may find 
that you prefer a higher or lower setting than the default. 





PRIVATE MATCHES AND COMBAT TRAINING ae” ~.] 


While most multiplayer takes place online in matchmaking, itis 
entirely possible to set up private matches with just you and 
your friends. 


Not only is this just plain fun, you also have a tremendous amount 
of control over the settings in a private game. Want to tinker with 
available classes, Killstreaks, player health, the HUD, or other 
settings? No problem! 


You can set up whole new game types by playing around with game 
settings, and the only place you can do this is in private matches, 
not in public matchmaking games. 
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Combat Training ; : | 


Combat Training is a new feature in the Call of Duty series, pitting 
you against Al bots on any of the available multiplayer maps. 


Combat Training uses a profile that's entirely separate from your 
online one—that is, you “level up” and rank up in Combat Training 
totally separately fram your online profile. 


Combat Training is great if you're new to Call of Duty and want 
some basic experience fighting and exploring the maps without 
getting trounced by veterans online. 


THEATER MODE 


New to the series, Call of Duty: Black Ops adds the ability to record 
your games as filrns, save thern to your local hard drive, or upload 
them to your shared filespace online. 


You can splice together clips from your films, tweaking variables 
like camera perspective to your heart's content, and turn them into 
movies, And you can upload the results for all your friends to see. 


You can also take still screenshots of any moment in a match. 
Nailed the ultimate kill? Snag a shot and send it to your friends. 


Recordings aren't just a fun tool for bragging rights; thay can also be 
a very useful instructional tool. Got spanked badly by another player 
ora team online? View the footage and look at exactly what your 
opponents did that was so effective, 


PLAYERCARD 


Your Playercard is your personal database, where you can access a 
host of useful functionality. 


© Configure your visible In-game Playercard 
© Change your Clan Tag 

© View Challenges 

© View your Combat Record 

© Check the Leaderboards 

© Visit your File Share 

© Check your recent Games 

© View Community content 


Just be aware that, while Combat Training is great for learning the 
levels and experimenting with loadouts and weapons, the bots 
make good target practice. They don't work cohesively together like 
a skilled tearn, nor do they behave or respond quite like a human 
player. As long as you keap that in mind, you can get some useful 
practice in Combat Training. 


Combat Training can be played with lriends, but you cannot play 
objective game modes—only Team Deathmatch or Free for All. 








Most of the options are straightforward, but the Combat Record 
bears special mention, as it contains a wealth of information and 
statistics about your online performance. Take a look to see haw 
you're doing and what you can work on to improve. 


After Action Report (AAR) 


Once a match is completed, you get a breakdown of everyone's 
performance in the game, and the match |s stored in your personal history. 


You can look through the AAR to see how you did, who was your 
worst Nemesis, and who the star players were in the match. 
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CUSTOM CLASSES 


Custom classes allow youi to configure your weaponry and 
Parks to best suil your role in combat. You can create a highly 
stealthy class for flanking and Sneaking behind enemy lines, 61 
an aggressive, explosive class with a lot of firepower and almost 
unlimited ammunition. 


You should always havea range ol classes kitted! oul to suit {he 
various modes you enjoy playing. Whal works well on one map or 
mode may not be quite as effective on another. Plus, il’s just plain 
lun to mess around with different configurations, effective or not. 


A custom class consists of your primary and secondary weapons, 
one each of a Lethal. Tactical, and Equipment selection, and three 


Perks, one from each of the three Perk catagories. 


Additionally, you can choose three Killstreaks from any you have 


unlocked, though these are the same for all of your custom classes. 
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Your custom class slots should be used to create a selaction ol 
classes thal suit your personal preferences, the game mode youlre: 
playing, the map, and if you're playing with an organized teamior 
running solo, ) : 


There is no wrong way to build a custom class, bit Cariain combinations 
of weapons, combal gear, and Perks work vary wellllogathar. 


Weapon selection is intensely persanal. The way (he weapons ale 
balanced within a diven category, there is raraly one vastly superior 
choice for an SMG or an Assaull Rifle, Instead, itcomes down 16) 
what you find mast comfortable. Choosing the right /ype of weapon 
forthe map and mode is generally more Important than choosing 
one speciiic weapon within a panicular weapon class. 


Reading through this chapter should provide you with the necessary, 
information to make educated decisions about your custom 
classes—all the beiter to lay tha smack down online. 
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Fast Mevenent While ADS 
_ High Rate of Fire 

| Good Hip-Fire Accuracy 
ee Fire Attachment 
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| SUBMACHINEGUN DISADVANTAGES 


© Rate of Fire Drains Ammo Quickly 
© Inaccurate at Long Range 
| Low Damage at Medium to Long Range 
Poor Penetration 






| GOB, Rapid Assault 
Small to Medium maps 
Close to Close-Medium 
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ei nloited b y playin ig. jaggressively and actively. If you want to 


jigh fal sy range 01 ca camp. oul and guard an area, there are 
J c Se mo -? a pe 


better tools for the job 









‘other hand, or aggressive forward play, SMGs are ideal, In 


’ a where reaching, a ilarget quickly is important, 
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or a pliers where pierce the ‘enemy, poaiion rapidly can 
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‘notable outliers. A few SMGs have 20- round magazines: the 


IVESE)) deciding what {SMG (o Usa IS mosily personal preference, based 












other weapon types. Take a look at the charts to see which weapons 
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SMGs typically have slightly faster rates of fire than Assault Rifles, 
granting them faster time to kill'at close range, usually in exchange 
for accuracy at tedium lo long range, You tan kill at a great distance 
with an SMG, but it's harder lo do than with an Assault or Sniper Rifle. 


SMGs also usually have: the worst penetration values, meaning they 
aren't your bast choice for ovarwalch on terrain that has a lot of cover. 


SMGs share very similar statistics in their family, with only a few 
Skorpion, NENG 11, PM63, and Kiparis. 


The Spectre, MP5k, and AK74 have 30-round mags, while the Uzi 
and MPL have 32-round magazines. 






Excepting the smaller mag SMGs (which benefit greatly from Extended 
on the weapon's recoil protile and Attachment availability. 


All of the SMGs have slightly different spread patterns and differant 
amounts of recoil. Some can ba used effectively out fo medium 
range (or longer with: a ‘scope and careful Irigger control), while 
others are better used up close from the hip, without worrying about 
targels at a distance. 


SMGs have a greater mix of allowed or disallowed Attachments than 






best match your personal favorites: 


Consequently, while you may prefera few SMGs lar longer-range 
work, you still probably want to switch betwean a few based on 
the size of the map you! fe: playing, to best sult the map and your 
preferred Attachments. 
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ASSAL LT RIFLE DISADVANTAGES 


Q Weaker than Specialist Weapons in Their Preferred Range 
© Automatic ARs Require Controlled Bursts to Maintain 
Accuracy 






All Purpose, Flexible Weapon 
| Medium and Large Maps 
Close-Medium to Meditirmn-Long 





When you aren't quite sure what to use, an Assault Rifle gets the job 
done—this makes them tea “default” weapons. 


As a general rule, Assault Rifles ELGE=| their best at medium range. 
Some ARs with specific / Attachments can be moditied to perform 
better al shorter of longer distances. trough scopes or secondary 





4 ap y 

Assaull Aliles RU mobility, in terms of movement speed, 
ule 

ADS times, and) moverent reed while ADS, 


Assault Riles have average ‘to iced penetration and can be quite 
effective at killing targets through thin cover, 


There are three varieties c of | Assault Rifle; {ully aulematic, three- 
round: burst, ‘and semiautomatic. Most are fully automatic, two each 
are burst or semiautomatic. N! 

Se etd a ye " 
Fully automatic Assault Rifles are effective at any range from close 
to'medium, but to use of them at longer ranges, you must exercise 
trigger discipline. You should be familiar with the term, “short, 
controlled bursts.” Firing al full aulo at a distant target, especially 
using a precision scope, makes scoring a kill Very difficult, 


The M16 and Gil are burst ire Assault Rifles that are very strong 
from medium to. long range. They can reliably put rounds on target 
out to greal distances. With: 4 precision scope, they can almost act 
as Sniper Rifles in lerms of battlefield utility, 


The M14 and the FAL ara semiautomatic Assault Rifles that depend 
on your trigger finger for thelr rale of fire. They have the win 
advantages: of precision and high damage. lf you have good aim, 
you can score kills Tt) rapid and precise shots, But if your personal 
accuracy, target treceing and trigger finger arent up to par, avoid 
these guns. 
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‘SHOTGUN’ BURSTS 


The M16 and G11 both fire three-round b L rst 's that 
instantly kill a target at ultra-close rang ge i 


Consequently, you can occasionally get luc u 
| range firefight and simply drop your oppe 
a chance to respond with any sort of ai tom 
a CQB specialist likeanSMG. 
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Assault Rifles scans many types ¢ of Atlachmen ine id 
under-sling Grenad Launcher, Shotgun, or Flag howell ite 
them additional flexib | ty. They il also fit | scopes for accurate 
medium: to long-ran : shooting, silencers for stealthy Bontliet OF 
custom magazi $5 for eavy firetighting power. { 


es lly automatic weapons, | Ts 























A properly c chosen and c stomized Assault Rifle can work ale 
almost any map 0} J ongame me ae Generally, you should spe ie dime 
with each of the | three As ccoll Ril classes and figure out w hich 

firing mode @ you pre efe fh Frow down your selection to ona of those” 
three. classes) depending ithe map and game mode, and. finally, 


add an M.. F | ; 




















The-automatic and burst: Assault Rifles have 30: tel ft 
magazines, the Gal Wuses — round 1 sce) it eM 4 and 
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SHOTGUN ADVANTAGES 








')}© One-Shot Kills at Close Range © Very Short Range 
© Effective When Hip-Fired © Slow Reload Time 
f © Good Mobility © Small Ammo Capacity 
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that you can) force: a Glose: range engagement. 










Shotguns at close range araexceadingly lethal, Of the other weapon 
classes, only burst Assault Rifles) and Shiper Rifles NEVE eVel=Telela) 
chance to kil you in one shot: and neither is as quile as réliable-in 


bial the Shotgun On asl 
A tight c nines etn anv r 
Efe | ifegua) even youl te sWVienad take a, hit berere you score 
your kiling blow 


Shotguns are als® deadly because ‘they do Ale) iit=tet= Ale) be Used 
ADS at Glese range. You can simply aim and, iflges from the: hip: This 
alsoymeans you're moving at Melis Speeds relative (o most of your 
clase- os dargets, particularly if you're using the ui ghiweight < and 
ui Haroon (‘Per Ke 





SHOTGUN DISADVANTAGES 
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Combat Role 
Best On 


COB, Urban Combat 


Small Maps, Medium — 
Maps with High 
structure Density 


Extremely Close to Close 
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Optimal Range 


Band 
" STAKEOUT ] 
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" SPAS-12 





ammo capacity and fire rate, being either single-shot (the Olympia 
and Stakeout) or semiautomatic (the SPAS and HS10). 


Of the two types, the Olympia and Stakeout are better at quaranteeing 
a close-range, one-shot kill, while the SPAS and HS10 are slightly 
more alfactive al taking dewn a target a short distance away. 


Because Shotguns are so limited at a distance, forcing a close- 
fange engagement is critical to your success, Pull these out when 
the map is small, or If the game mode you're playing focuses combat 
Iekeanecntetcn ELCEEs 


When using a Shotgun, it's very important to take a secondary 
weapon thal gives you adtitional options. A good Launcher or the 
Crossbow can give you some ability lo fight ala distance. Once you 


scare a kill and steal someone else's Assaulll Rifle, LMG, or Sniper 


Rifle, you'll have a complementary set of weapons that's deadly 
wherever you choose to fight. 


Perks are also very important when you lise a Shotqun, For Perk 
Slot 1, Ghost-and Lightweight can help to close the distance safely. 
In Perk Slot 2, Hardened can help keep you moving and keep your 
ain on target up close if you gat tagged in the open. Alternatively, 


Sleight of Hand helps compensate lor a Shotgun’s reloading 


deficiency, In Perk Slot 3! both Marathon and Ninja are helpful for 
getting in close. 


lf you choose a Shotgun with the intention of stealing someone 


else's weapon to round oul your kil, consider taking a Perk that 


complements a different primary Weapon, This is a risky choice, as 
some Perks ara very important for getting that first kill, and there’s 
no way to know exactly what your spoils of war will be, 


Light Machine Guns 
“LIGHT MG ADVANTAGES 
© Large Magazines 
\ © High Penetration 
}@) High Damage 
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LIGHT MG DISADVANTAGES Combat Role | Area Suppression 
© (@reyaltee)| (212) Bursts Must be used al Best On Medium and Large 
a Distance to Maintain Accuracy Maps cra 
© Poor Hip-Fire Accuracy a 
© Slow Movement Speed Optimal Range | Medium to Long 
© Slow ADS Speed Band 
© Loud and Highly Visible 
a baer 3 
RPK | 
| 
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STONER 63 i 


Light Machine Guns are powerful long-range killing machines. With 
their large magazine sizes, thay can also suppress an area with 
covering fire for extended durations, giving your learmmates time to 


move in while you cover an area, 


Like Sniper Rifles, LMGs do not lose damage ata distance, Most 
other weapon types inflict a range of damage values, dealing more 
damage at shorter distance and less damage, down to a minimum 
amount, at long distance. However, LMGs deal one flat damage 


value at any range. 


Consequently, an LMG relly. kills a target In the open within a 
cerlain number of shots. LMGs also have the bullet penetration 
and ammo capacity needed to punch holes through walls and the 


enemies behind them. 


Of the LMGs, the HK21 deals the lowest damage, at roughly four 
shots to kill. In exchange, it has the least recoil ol any LMG, with, 
a@ surprisingly light bullet grouping, even when fired in moderate 


bursts. 


The RPK and Stoner 63 are tied at roughly three shots to Kill. 
They're very similar weapons, with orily slight magazine size 
differences and different recoil profiles. The RPK ean also use Dual 


Magazines, which the Stoner cannot. 


Finally. the powerful M60 delivers a two-shot kill at any distance. The 
M60 also has the largest base magazine size (100 rounds) and an 
absurd 200-round magazine when fitted with Extended Magazines. 


Spend time with each LMG, using them primarily at medium to long 
ranges, and determine which you prefer in lerms. of its accuracy 
profile and possibly its Iron sighis. They have different rates of fire 
and recoil patterns. You may prefer the accuracy of the HK21 over 
all the others, or the RPK or Stoner, or the sheer power of the M60 if 


you have the trigger discipline needed al long range. 
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Ba sure to exploit their ammo loads and penetration powe Fits As Ou 
play the VArOUS Maps in different modes, you get a feel fory W | ere 
enemy players move and hide out. If you suspect someone is 


few shols—you can spare the ao and al the very leas . 


their presence. | 
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WithaniliMGin particular if you track a target that ducks into cover, 
dontstop fing, You'll be surprisediat the materials an LMG can 
punch hrough to tinish off a target. 


Ihyou think of yoursell as a dangerous long-range turret when 
quipped with) an LMG, you aren't far off the mark. LMGs are Sniper 
Rifles ar players whe are willing lo gel loud and a little messy, Ifa 
Snipers thinking “one shot, one kill,” the machinegunner should be 
(ninking)-20 shots, three kills.” 





SNIPER RIFLE ADVANTAGES 


© Potential for One-Shot Kills at a © 
Very Long Range 3) 
© Effective Area Suppression at Effective 
Very Long Distances OQ 
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The antipode to Shotguns, Sniper Rifles in Gall of Duly: Black Ops 
are ullra-long-range specialisis. 


Withihe Capability to killin a single shot al any range, and the 


precision scopes to accurately targe! al long distances. Sniper Hifles 


are ideal for removing campers at a sale distance, particularly those 
covering an approach that would be difficult or inpossible for other 
Wweapans’ lo handle, 


A Sniper Hille is also the best counteflo another Sniper Rille. In 


same cases, having a sniper on your team specifically to counter- 


Snipe canbe helptul. Olhenwise, a good/anemy sniper can suppress 
Your team al Very longlrange. 
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SNIPER RIFLE DISADVANTAGES 


Very Weak at Close Range 
Requires High Accuracy to be 


Distinctive Firing Sounds 


Using an LMG, think about the map as you would using a Sniper 
Rifle, The comparison tsn't exact—Sniper Rifles can be lethal from 
different locations than LMGs, Nevertheless, you want to find an 
area where you can set Up shop thal has good line of sight on a key 
objective or multiple routes and chokeapaints, 


However,/LMGs are very distinc! {rom Sniper Rifles in that they can 
still be extremely effective and dangerous at medium range. The 
main reason to keep your distance is to exploit the LMG's damaging 
and penetrating power, coupled with its magazine size. This 
eliminates the threat {rom Shotguns, and greatly reduces the danger 
from SMGs and many ARs, leaving only a handiul of weapons that 
can effectively allack you. 


That sald, if the situation calls for it, don’t hesitate to set up behind 
cover al medium range covering 4 key areéa—you can mow down 
multiple targets with frightening speed, and the enemy team runs out 
of bodies before you run out of bullets. 


Long Distance 
| Assassination 
Medium and Large 
Maps 
Medium-Long to Long 


Combat Role 


Resi On 





Optimal Range 
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Sniper Rifles deal consistent damage regardless of range. All Sniper 
Rifles killin woshots, or one shot to the upper chest or head. The 
LOGA1 boll-action has slightly stronger stopping power, killing with a 
hit to the stomach or above. 


Otherwise, your choice ol Sniper Rille mostly comes down to a 
balancé between recoil and magazine size. The Dragunoyv, WAZ000, 
and PSG1 are all sami-aute rifles with decreasing magazine sizes, 
but also decreasing recoil, 
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In exchange for the ability ta séore one-shot kills al very long ranges, 


Sniper Riffes demand a unique set of skills from their users. To use 
Fse-liliol=larsiee)el=Wualel Marliiia(tecjmlat=Mljom- (gem ite) om Uoltialelicsstigmceb=ics(o\4 
your shot, In addition, you Gan hold your breath for only a short time 
before you lose your concentration and your view begins to veer 
wildly while you recover your breath, 


If you hold your breath and then release it, you also suffer a slight 
wobble in the scope. So, in most cases, you should hold your breath 
only a fraction of a second before you take your shot. 


Sniping well takes practice, plain and simple. Thera’s no substitute 
felm@itatcmeajtcizte\yr-ilismalpeMeelnecipltcctt slam ale ma ci-len 


It's also very important to locate good sniper perches from which 

to take your shots. Ideal locations are positioried a areal distance 
from your target area and haya good lines of sight to key objectives, 
chokepoints, and common travel routes. A perfect location algo 

has routes to your position that you can monitor, but finding such 
locations is rare on every map and avery gama mode. 


Sniper Rifles have good mobility; exploit this to stay on the move. 
YOU Can Use your movement speed to get to a position and to move 
to another area once you're spotted (very Important). 


Many players hate snipers, so you can expect plenty of unfriendly 
attention Once you take oul more than afew enemies. Always be 
ready for retaliation, Staying pil in one spot is a good way lo eata 
long-range fetallalory shol or a grenade lobbed through the window. 
Change your posilion regularly when you know the other team is 
focusing on you. 


You can exploit this quirk af player behavior. Using G4, Claymores, 
tats Camera. Spike, onthe Motion Tracker edn be very Nelpitil for 
, Geleatie veureg caiiaten 


The Scout Perk is also custom tailored lor snipers, asiil lets you 
hold your breath longer when using a sniper scope. With the Pro 
upgrade, it lets you switch weapons in half the time. It's perfect for 
swapping to a'secondary Pistol or, even better, a stolen Weapon 
when an enemy nears your position. 


sniper Rifles. are not great weapons al close range. Its almost 
always a better idea to swap toa Pistol or other secondary weapan 
instead of haping fara lucky hip-fire shat, 





‘SHOTGUN’ SNIPERS 





Much like a three-round burst Assault Atle, a f 


potentially kill a target at very close range it he er al Bh 
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If you get lucky, you may down an ae at close rang 
but quickly switching to a secondary w 


better idea for more consistent results. fe 
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Secondary weapons supplement your primary weapon with another option, either for emergency backup (all Pistols) or for additional tactical 
options (the Launchers and Specials), 


Pisto Is Pistols are very useful secondary weapons. Their primary advantage Is switching speed. 
You can switch to Pistols faster than any other weapon type in the game. They're also very 
accurate, with only the full-auto C275 and Python having any significant recoil. 


Consequently, they're Ideal if you use a primary weapon that's poor at close range 
(Sniper Rifles, Light Machine Guns), or if you run out of ammo mid-fight and need to 
finish off an enemy. In almost all situations, it’s faster to swap to a Pistol and continue 
firing than it is to reload. 






| Combat Role Backup Weapon 


~ Unsurprisingly, Pistols don't make a great “main combat" weapon. They have shallow 
magazines, significant damage falloff at a distance, and, with one exception, they can’t be 
a equipped with precision scopes for improved mid- to long-range combat. 


PYTHON 


Be 
J 
} With one exception, pistols are semiautomatic, so you need a quick trigger finger and a 
_ steady hand to get the most out of them in COB. 


hese = The ASP, M1911, and C275 have nearly identical damage profiles, so determine which one 
Mi911 to use by magazine size and the Attachments you prefer. The Python deals more damage 
at close range and a distance than the other pistols. 








The C275 can be equipped with an Attachment that gives it full-auto capability. This 

greatly increases its recoil, making it a much less accurate weapon, bul if also increases its 
lethality considerably in close quarters. 

J 





The Python can deal two-shot kills at close range without needing a headshot, making ita 
great chalice for quickly dispatching single enemies. Its small magazine makes It less suited 
to engaging more than one foe at a time. 
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| Crowd Conttol, , Launchers are explosive tools useful for dafending objectives, clearin n9 ‘out crowds, blasting 





Combat Role | Camper Removal, campers out of their hidey-holes, and destroying enemy air power or ‘ground: -based equipment, 
[Ant-Materiel including SAM and Sentry turrets. 


Launchers also work well with the Hacker Perk, as i lets you find aquipment to blast, and it typically alerts you to a nearby c camper, who you 
can then take oul with an olson, | 


, al Scavenger Perk iiges not resupply the explosive ammunition that all Launchers use. However, Scavenger Pro grants you Fetoieliitel gti 
. starting explosive ammunition, 


When equipped, Launchers slow your movement speed—be careful about using them while you're visible in the open, 


‘M72 LAW and RPG 


N72 LAW | “| The LAW and the RPG fulfill somewhat similar battlefield roles—both fire a single explosive 
| in a straight line. 


\\ r =-- = 
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Vi = = = SSS 
‘walle - . ~ : ; 7 ic i ; - 
ne Se re, The difference is that the LAW is single shot and tracks aircraft, while the RPG has two 
— shots and has no homing capability. In fact, the RPG is rather inaccurate at a distance, with 


— a tendency to drift off target. 
= Both weapons are suitable for bombing objective locations and are especially good at 
RPG clearing out a Headquarters point or a camper in a room with an open window or door. 
Oe : Qaieien Both weapons are also generally quite bad to use on targets out in the open, especially 


_ those that can both move to evade the relatively slow-moving projectile and shoot you with 
much faster-moving bullets. 
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Strela-3 





STRELA-3 


MORTARING 


A particularly dastardly China Lake or Grenade Launcher 
tactic is to bomb Domination, Demolition, S&D, or Sabotage yoiir cresalait 
objective points from long distance—as in, very, very long 
distance, entirely out of line of sight. 


Because grenades launched from the underslung Grenade 
Launcher Attachment or the China Lake launcher don't wobble up kill sen weaay, 
in flight, their trajectory is always the same for each shot. 


| 


j 


The Strela-3 is a specialist anti-air launcher, designed to take down Spy and Counter-Spy 
Planes, Attack Helicopters, Chopper Gunners, and Guriships. 


You can also shoot down the carrier craft thal drop supply crates, causing them to drop 
their package early. SAMs, Supply Drops, Sentry Guns, and Valkyrie Rockets are all 
vulnerable to this. 


If you have the room, we recommend equipping at least one of your custom classes wilh 
this launcher, You never, ever want to let an enemy Chopper Gunner or Gunship, much 
less an Attack Helicopter, rampage unopposed. 


lf heavy enemy air support comes on the field and you happen to die, quickly switch to your 
class with the Strela-3 and take it down, In extreme circumstances, you may even want 

to suicide to get it out more quickly, eliminating the enemy air power before it deals any 
damage to your team. 


The China Lake is a grenade launcher that fires contact fuse explosives in an arcing path. 


Grenades fired from this launcher require a minimum distance to arm, so you can't perform 
pointblank “rocket” explosions on the nearby ground or walls. A direct impact hit on another 
player is fatal, but we don't recommend qoing for those sorts of shots! 


With practice, you can fire grenades from this launcher with extreme accuracy at a 
distance. There is no wobble in the flight path, so it’s entirely possible to take out hiding 
campers by lobbing a grenade through the window. The contact explosion nearly 
guarantees a kill if your aim is good. 


The China Lake |s very effective against clusters of enemies, generally near objectives 
or at key chokepoints where most of the enemy team is moving at the same time. In 
matches with larger numbers of players on each team, the Grenade Launcher becomes 
proportionally more powerful. 






adjust your aim, Wit oo 
on target from out ae 1 
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The Ballistic Knife is actually Ballistic Knives, a matched pair that can be used with deadly 
effect for lunging stabs, just like your normal combat knife. 


In addition, the Ballistic Knife can be fired at enemies. You're given two shots, and the knife 
can be retrieved from the ground or your opponent's body... 






Rapin ., Ballistic Knives are well suited to COB classes that rely on stealth, as they give you the 
BALLISTIC KNIFE ability to take down an enemy at a distance quietly. If you're careful, you can then recover 
_ your knives and continue stalking the enemy. 


eD t ail 4 Ballistic Knives are difficult to use, and require practice to aim the projectile accurately. If 

. you plan to take these knives for anything other than occasionally humiliating your foes, 
we recommend taking them on nearly all of your classes for practice, and using them in all 
sorts of situations. Another option is to play a lot of Sticks and Stones Wager Matches to 
get good with them! 


iL... 


You need to practice, because otherwise, in most situations, you can get more mileage out 
of your other secondary options. 





Crossbow The Crosshow comes with two explosive tipped arrows that can be fired a good distance. 
— These bolts stick to any opponent you manage to hit dead on, resulting in a fatal explosion. 





You can hit the ground near an enemy, particularly an immobile camper, and still 
score a kill. 






—- 


A stick is always lethal, but the delay preceding the explosion can give the doomed enemy 
just enough time to kill you, More embarrassingly, your target can sprint into range to take 
p. you both out with the explosion. 







The Grossbow provides a good combination of explosive power, range, and accuracy in 
one package, though it has a slow reload speed, and the tracer is a dead giveaway 
_ to your location. (temp 








Spend some time with the Crossbow or play Sticks and Stones Wager Matches, just like 
the Ballistic Knives! Learn how to aim the arcing projectile, and you can get good use 
out of this tool, 







Plus, sticking fools Is just plain awesome. 
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ATTACHMENTS 
Attachments can customize and personalize your weapons. 


Attachments can improve a weapon or widen its utility, Increasing its 
effectiveness in a greater variety of combat situations. 


The Attachments available to each different primary weapon, as well 
as and Pistols, vary widely, so this section provides an overview. 


Precision Sights 
Precision Sights can give you an edge in accuracy when aiming at 
fargets at medium to long range. 


Bath Red Dot and Reflex sights 
can be fully customized with 
unique targeting reticles and 
lens colors—not always for 
effectiveness, sometimes taking 
out your target with a pink heart 
is just the right thing to do... 






the Red: Dot iS “the simplest and most straightiorward 
of the various optical sights. It's also very slightly 

misleading. By default, it's in fact a simple red dot, but it's 
also fully customizable. 





You can configure the RDS to have any combination of reticle 
appearance, color, and lens tint to match your personal 
crosshair preference, 


The RDS is nol a zooming Scope: It's purely for assisting you in 
aiming at medium-range targets. 


The RDS ts slightly more effective on an Assault Rifle than an SMG, 
simply by virtue of the fact that Assaull Rifles have less damage 
falloff and higher minimum damage than SMGs. This makes Assault 
Rifles more appropriate for engaging at medium range (or farther). 









“REFLEX:SIGHT————— = 





‘a “if The Reflex Sighit is an alternative fo the ADS, giving you 
8 holographic image suspended in 4 desper housing. 


The Retiex Sight does have the disadvantage of being somewhat 
more affected by light glare than the RDS, which can interfere with 
your aim in a few places on cerlain maps, bul this isn't a major issue 
in. most situations. 


The Retlex Sight ls otherwise essentially identical to the RDS, 
including the ability to customize the color and shape of the reticle 
and the color of the lens, 


Play around with both the RDS and the Reflex on various weapons 
fo See which you prefer using. 









) Remember that this allows you to custoinlen: jou uiey initia 





} New players are often uncomfortable using ton I) 


| advantage of keeping more of your oe 3 


| non-precision sight Attachments. oe 


The WEES id Ciletale) te [0B Flamethrower, and G 


} weapon at the same time. This includes ACO 
Infrared, Variable Zoom, or Low Power ee 





WARLORD 


The Warlord Perk allows you to equip two Attac ‘hme ants OF 
your Primary weapon. : a 
















For example, you could use accustom magazine ¢ indas sight 
or a suppressor and a custom mag, at the same ti ime e. 


weapon only. It does not affect any weapon yo ra pi 
the field, so if your highly tweaked weapon is imp gah ant, 
consider pairing Warlord with Scavenger, so you | Can alway 
reload your favorite toy. 


= SF a 


Launcher Attachments cannot be combined mn y ott 
Attachment using Warlord. If you want to use 0 s] one of of thos 
Attachments, take a different Perk! 

' 
You can only use one sight and one custom mat gazir ue on a 


and Extended IMag or Dual Mag for custom mage a 


On SMGs, Dual Wield and Rapid Fire valent euse 0 


Extended Mags or Dual Mags. 


A WORD ABOUT IRON 


When you're not using a scope, you're using aw 
sights, which are the gun's normal, standard-i i 


















hi 


preferring to use a precision sight instead, Tr 
fine—if anything, an Assault Rifle with: a Red 
be considered the bog standard Call of Duty: Bi 
weapon to which you can compare every other 
PXteleuilciil@ 


There's no substitute for experience here—sp and time usine 
every weapon with its standard iron sights. on je W | 2 Telit 
have very nice, very clean irons that are just as easy to Us 


at long range as a precision sight, and they hi 


Others have slightly less comfortable rons, oft th er be ecause 
they're simply harder to use at a distance, or becaus they 
very obscuring of your target. “4 


As with recoil patterns, iron sights are a mat te ‘al pe 
preference. Learn what weapons use iron sigh 's that y 
like—those are the guns on which you can more De easily | 









é ombal O} BpIeAIGUTSTaN. coh 
fisa seas sea (iat provides enhanced zoom 

at the cost of slightly slower ADS lime and lowered 
effectiveness at shorter ranges. Taka the ACOG when you want 
fo USE Your Weapon aj roughly one range band farther than you 
normally would, but be aware of the ADS and zoom handicap at 
closer ranges. 


The ACOG can be used an Sniper Rifles, where it works in reverse, 
essentially reducing the range of your rile by one range band. The 
advantage here Is that the ACOG does not require holding your breath, 
allawing you to take quicker sighted shots with your Sniper Rifle. if 
you're planning to fight on the move with a Sniper Rifle, try lhe ACOG. 


Curiously, the Python pistol can be equipped with an ACOG. This 
isn'ta totally absurd option, as the Python has the best long-range 
damage of the pistols. Bul don't expect to take ona true long-range 
weapon successfully with it very often. It's mostly an extra long- 
range option for a Shotgun primary. 


We don't recommend fitting the ACOG on SMGs in most situations. 
SMGs have fast damage falloff, and they deal law minimum damage 
at a:distance, So, while an ACOG enables you to see largets clearly 
al longer ranges, actually killing them is more difficult. Thal said, 
some of the SMGs wilh qood acciiracy (ilies cal) be reasonably 
effective at a distance with an ACOG equipped. 


Consider using elther Steady Aim or Sleight of Hand with the ACOG. 
Steady Alm gives you Increased hip-lire ability, which |s useful if you 
don't want to ADS your Nojee) while Sleight of Hand can help with 
the ADS time. Unlike the RDS or Reflex Sights, ACOGs have a fixed 
set of scope crosshairs, The specitic crosshair depends entirely on 
the weapon to which you MOUNt it. There are several different types, 
generally varying by the nationality of the manufacturer, 






\UOWPOWERISCOPE. 


The Tew PowarScope is unique t ata the Git IAseault 
‘Rifle. It functions very. ‘similarly. lo the ACOG, though it 
has the significant fe |fetelaieclaptete l= of considerable sway. 






f you don't mind compensating for the sway, he LPS gives the G11 
longer range without forcing you to use a Variable Zoom scope, 
which requires you to hold your breath for accurate shots, 


The G1 1 has no other scope options, 80 if you don't like the iron 
sights or the Variabla Zoom, this Is your only option—consider ita 
tradeoff for ihe G11's superior accuracy profile. 






Tt Nez00 mah : sath salscwsutine ie scope that 
provides multiple levels of high: magnification, long- 

distance zoom, As with all Sniper- style scopes, if requires 
holding your breath to steady your aim. 


The Variable Zoom scope is a nice piece of gear tor a Sniper Rifle, 
as it allows you to.adjust your magnification level to best fit the target 
area youre monitoring, which the default scope does not allow, 





Play around with the Variable Zoom Scope on your preferred Sniper 
Rifle—you may find you prefer it to the default scope. 


The G11 Assault Rifle can also fit this scope, giving it the longest- 
range precision scope option of all Assaull Rifles, and il has the 
accuracy to take advantage of the range, but if does weaken your 
ability to fight effectively at medium ranges. 





. a \RED SCOPE Ste 
The Ge 158 eracialist tool thal gives you a 

: Jo white outline on esc targets In your scope in 
any lighting conditions. This makes the Infrared Scope 
ideal for largeting enemies in dark areas, and picking oul enemy 
silhouettes in windows or hiding in camping spots is extremely easy, 





The downside is that the Infrared requires steadying your aim to 
‘shoot accurately, which can make scoring a kill difficult wilh Assault 
Rifles. LMGs and Sniper Rifles both fare better, but choose this 
scope carefully depending on the map and mode you're playing—it 
isn't a good choice for general running-and-gunning, 


SMOKESCREEN 


Infrared Scopee can pleras, smoke a jes, Pe ir you 





Magazines 


Magazines help minimize the problem common to all ballistic 
weaponry: reloading! 






“do wi Wie sae increase your 
available ammunition} | per ‘magazine, Generally the 
incraase is around 50%, though there ara some exceptions. 





Notably, LIMGs benefit tremendously from Extended Mags, and we 
recommend taking them in almost all situations. 





magazines fobether, his allows. you lo réload extremely 
quickly. We're talking Sleight of Hand speeds without 
Sleight of Hand equipped! 


Dual Mags are nice, bul the reload borius applies only to the first 
reload of each new magazine pair, That is, you get one quick 
reload, and then your next reload is normal speed as you introduce 
a new taped magazine pair. 


You can “skip” the slow reload by firing a single bullet and reloading, 
but we strongly recommend avoiding this habit, as it lights you up 
on the minimap and exposes: your location via sound. And you put 
yoursell at risk if someone walks. around the corer while you're 
perorming your setup reload. But, if you must, tha option is |here— 


at least bring a Suppressor! 





Weapon Attachments 





The following Attachments are limited almost exclusively to Assault Rifles. The only exception Is the Grenade Launcher, which has a 
special version that can be equipped on the AK74U SMG. 






-, = Granade. raDnener Atlachment {unetions almost 
~" identically to the China Lake grenade launcher. Activate 

the underslung Grenade Launcher, and you can fire a 
contact fuse grenade In an arcing path. 


The AK74U is unique among all SMGs, as it’s the only one that can 
equip a specialist weapon Attachment. 


However, the AK74U pays for this privilege, as its grenades lack the 
contact fuse. This makes the weapon significantly less deadly, but it’s siill 
uselul for clearing small rooms of enemies or an objective target area. 


The! Maslerkey is an. undersiung shotgun. This can be 
quite useful on an automatic or semiautomatic Assault 

Rifle, as It gives you a Solid close-range option with the 
potential to one-shot kill, especially if you aim for the head. We 
dont recommend using tha Masterkey on the burst ARs, as they're 
alraatly (he next best thing toa shotgun at close ranges. 


Otherwise, the only real downside to the Masierkey is thal you must 
lear to recognize the situations that are likely to involve COB. Switch 
fo It before entering bulldings, when traveling in areas with lots of cover, 
or if you suspect you're being flanked by a lane enamy. Surprising an 
SMG gunner with a shotgun blast to the face is always gratifying. 


Unique Attachments 








ihe aes isa ‘very raerlu Attachment. Equipped 
on any weapon, it eliminates the red dot blip on the 
minimap from finna@ your gun, and il reduces, bul does not 
completely eliminate, the sound your weapon makes while firing, 


The Suppressor is poweriul because many players tend lo depend 
heavily on their minimap for locating threats. Good players also use 
sound to locate enemies. The Suppressor eliminates the lirst and 
raduces the second, 


The tradeoff is that the Suppressor increases damage falloff. It does 
not reduce damage, bul rather, il closes the range at which your 
weapon hits ils minimum damage. 


As an example, let's say the Skorpion SMG has a maximum-to- 
minimum damage range of 50-20, At close range, it kills in two 
shots. Al long range, it requires five shots to kill. A Suppressor 
causes the Skorpion to hil for 20 damage al a much closer range 
than it would without the device attached, 








The Masterkey lacks the pawer, 
ammo capacity, or semi- 

auto firing of the full-fledged 
Shotguns, but |t does provide a 
very uselul secondary funclion 
for most Assault Rifles, 






- a = 
The FErEnouen| isa ‘very precelced weapon 


(and short-lived) jel of fire, perfect for cooking enemies al close 
ranges or tarching a room from just oulside a door or window. 


However, the Flamethrower does have some signilicant disadvantages. 
First, it's totally nullified by Flak Jackel Pro, so if you see a larget showing 


that heavy armor silhouette, skip the bummer. 


Second, it takes time for the Flamethrower to do its work, time that 
an enemy at close range can use to kill you In retaliation. 


And finally, the Flamethrower has sharply limited ammunition. {t 


burns through its fuel quickly, and reloading a Flamethrower canister 


removes all remaining ammo in the tank you discard, Normally, 
you're given two extra tanks, so be sure to use them as completely 
as possible before reloading. 





Suppressors have a dramatic impact on the SPAS Shotgun, a 
significant Impact on SMGs, and a reduced but still noticeable 
impact on Assaull Rilles. 


Generally, you can expect to need the maximum number of hits 

for any target al long range, and quite often al medium range. This 
means four shots instead of three for Assault Rifles, and four to five 
shots for most SMGs or Pistols at a distance. 


Because of the minimum damage of the FAL and M14, both are 
good candidates for a Suppressor. Thay still kill in three shots ata 
distance, or two shots if you can land a headshot. Similarly, the M16 
works very well witha Suppressor, as its\burst-tire nature means 
that you still aren't likely to need more than two or three trigger pulls 
ala distance. 


There |s one exception to this damage rule, and that is Sniper Rifles. 
A Suppressor placed on a Sniper Rifle does reduce ils damage 
output, meaning that you need two shols to kill a target, regardless 
al the distance or the body location you hit. 








Attachment, |! gives you the ability to fire a short-ranaed 





The ability to kill silently at a distance |s powerful, but it comes eat a 
cost, demanding. more accuracy from you. If you really want to snipe 
suppressed, we recommend an accurate semi-auto Sniper Rifle, and 
possibly Warlord to take both a Suppressor and Extended Mags. 


Suppressors are powerful tools, They can allow you to operate 
behind enemy lines for an extendad period. Or, if you mix up your 
position al mid range, you can pick off targets without drawing the 
enemy team’s attention, 


Because Suppressors don't provide a “visible” benefit like a Granade 
Launcher Attachment or Dual Wielding, and because they ita bil 
more difficult to score kills ala distance, it can ee} easy to cliscount 
their power, 


Don't make that mistake—suppressed weapons are very powerful, 
and learning to usa them well is important in many game modes. 







12 Nie — sie you extta ae al a significant 
ost in y accuracy and ammo consumption, as well as the 
total loss of your ADS. 


Taking Dual Wield on Pistols, SMGs, or the HS10 Shotgun lets you 
take down targals al close ranges very easily, But it almost entirely 
removes your ability to fight targels at a distance. 


If you plan to use Dual Wield, we recommend either taking Steady 
Alm (to give you some ability to fight ata distance), or using it only on 
your Pistols, so you still have another option for fighting at a distance, 


Scavenger and Sleight of Hand are both useful for Dual Wielding, as 
you chew through ammunition at a ferocious rate when you use two 
weapons, and reloading quickly is also important for survival. 





Moeases the mapa wercor: 5 ite of fire at the cost 
of greatly increased) recoil. 


Rapid Fire reduces your time to killthat is, how fast your enemy 
goes down from the time you squeeze the trigger lo the time the last 
lethal bullet hits them. Bul it does not change the damage of your 
Weapon in any way. 


Rapid Fire increases close-range lethality somewhal less than Dual 
Wielding, but it also does not completely strip your abilily to fight al 
medium range. You can still ADS, and with careful triager control, 
you can take down targets al a distance, 


Rapid Fire does have a noticeable impact on your weapon's 
Accuracy profile, so you may want to take advantage of Steady Aim. 


As with Dual Wield, Rapid Fire benefits from Scavenger, as 
ammunition can be a Serious concern when you burn through It so 
quickly, Slaight of Hand |s also useful; as you tend to reléad 
nalelecmigciel cn) tip 





Seen on eae a an Weapons, 
Equipping a Grip reduces the weapon's recoil, slightly increasing 

ils Overall accuracy protile. The Grip is a-solid choice for improving 
your kill rate al longer ranges, This benefil isn’t quite applicable to 


the Stakeout, the only Shotqun that can use the Grip, bul it’s also 
the only Attachment that weapon can take! 


Pistol Attachments 


A few Attachments are specific to Pistols. 





eee (ineraden a Sane are af aht tritium-highlighted sight 
posts, giving your pistal’s irons slightly better visibility. 
In general, we don't recommend taking this over the other Pistol 
Attachment options, 


ane aeeiil 





are to nel in tally aUteTrale mous. 





This makes the G27 a very nice secondary weapon for a Sniper 
Rifle-or LMG, as you have a pockel machine pistol for dispatching 
close-range threals, 


This Attachment does give the C275 massive racoil though, so 
don't expect to pick off targets al a distance without very careful 
trigger control. 
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weapon ‘Ss ee and accuracy uate trading | fan points 
of maximum damage for greatly improved recoil control. 


This changes the weapon roughly from 4 50-30 to a 40-30, 
eliminating the ability to two-shot kill enemies at close ranqe, This is 
a big sacrifice, bul the accuracy improvement is substantial, and you 
keep the Python's elevated minimum damage compared to other 
pistols, so it's more effective al taking down enemies al a distance if 
yOu have good aim. 






ihe SHAE an it Sa very eats one, With a Speed 

Reloader equipped, you can raioad the Python fully with 
a Six-shot clip. Without it, the Python must be reloaded one bullet 
al a time. 


Note that, oddly, a Python without the Speed Reloader can be 
reloaded more quickly, bul only if you've fired just a single shot—not 
exactly a typical use scenario: 





Attachments Allowed Assault Rifle Attachments (cont.) 


Flamethrower Sane All Assault Rifles 
Infrared Scope C7 All Assault Rifles 


Grenade Launcher & | All Assault Rifles 


Suppressor ae All Assault Rifles 





Low Power Scape gia G11 only. 


Uniqie to the G11, the Low Power Scope |s somewhere between an ACOG 
and a Shiner Rifle scope, Unfortunately, while it has Sniper Rifle lavels of 
view sway, It does notallow you to hold your breath and Steady your aim. 


submachine Gun Attachments 


——— == = 


|ATTACHMENT AVAILABLE ON THESE WEAPONS 


|. er MPS5K, Skorpion, MAC11, AK74, Uzi, 
Re oeuiten ® PMG3, Spectre, Kiparis 


Dual Mag ee AK74, MPL 








Variable Zoom th G11 only. 


A Sniper Rifle style scope, this Attachment gives you the ability to use the 

G11 al lotig distances with considerable accuracy. The tradeoff is that you 

l6s@ ADS tine and the ability to use the G11 comfortably at close-medium 
10 medium ranges. 


BD) Psk, AK74, Uzi, MPL, Spectre, 
» Kiparis 
epee MPSK, MAC11, AK74, Uzi, MPL, 
Be) Spectre, Kiparis 
Relax Signt BD MiP5k, MAGIA, AK74, Uzi, MPL, shotgun Attachments 
| ) Spectre, Kiparis ATTACHMENT = = 


a BD Skorpion, MAC11, AK74, Uzi, PMB3, 
; | MPL, Spectre, Kiparis 


Se ee) MP5K, Skorpion, MAG11, AK74, Uzi, 

Rapid Fire — m PMG3, MPL, Spectre, Kiparis 

7 MP5K, Skorpion, MAC11, AK74, Uzi, 
| MPL, Spectre, Kiparis 


ACOG Sight 





Red Dot Sight 


AVAILABLE ON THESE WEAPONS 





Grip | SO) Stakeout only. 
Suppressor 


Suppressor 


Dual Wield 


Dual Wield ie skorpion, MACT1, PM63, Kiparis 


Light Machine Gun Attachments 


All Light Machine Guns have access to Extended Maqs, ACOG, Rac 


Dol and Reflex Sights, and the Infrared Scope. 


Grenade Launcher | ‘4 me AK74 only, No contact fuse. 


Assault Rifle Attachments The RPK can use Dual Mags, and the M60 can use a Grip, 


One benefit of Assault Rifles is: that, with two exceptions, they can 


use all ten of their available Attachments. ATTACHMENT |AVAILABLEWEAPONS 


ATTACHMENT AVAILABLE ON THESE WEAPONS | [isi 


Extended Mag a All Assault Rifles 


Dual Mag - All Assault Rifles 





Dual Mag 
ACOG Sight 


“ACOG Sight 


Red Dog Sight = meee K21, RPK, M60, Stoner63 


Red Bot Sight Reflex Sight RK21, RPK, M60, Stoner63 


Grip eh M60 only. 
7 : 


Infrared Scone i7 HK21, RPK, M60, Stoner63 


Reflex 





Masterkey 


208 





Sniper Rifle Attachments 





All Sniper Rifles have access to Extended Mags, Suppressors, and multiple scopes: eteret Infrared, and Variable Zoom, 
ATTACHMENT AVAILABLE ON THESE WEAPONS 


= : 
Variable Zoom All Sniper Rifles 


ATTACHMENT 


Extended Mag 
ACOG Sight 


Infrared Scope 


Pistol Attachments 





Suppressor 





All Sniper Rifles 





Pistol Attachments vary. depending on the specific pistol you're Using, wilh the Python and 275 having some of the more unusual Attachments. 


ATTACHMENT 





Dual Wield 


ASP, M1911, Makarov, Python, 
C775 
ea M1911, Makarov, C2775 


Ungraded 
fron Sights 


Extended Mag 


M1911, Makarov, C275 


Suppressor | M1911, Makarov, CZ75 


LETHAL / TACTICAL / EQUIPMENT 


AVAILABLE ON THESE WEAPONS 





ATTACHMENT AVAILABLE ON THESE WEAPONS 


| 
Full Auto Upgrade = C275 


ACOG Sight or. Python 


Snub Nose Python 


| Speed Reloader . Python 





Learning how to use your primary and secondary grenades well 
is an important part of your training asa skilled Cai! of Duty: Black 
Ops player. 


lf you're new, we recommend learning how to move and shoot 
first, but adding grenades (and later, Equipment) to your skillset is 
very important. Use Lethal Grenades to flush campers out of their 
cover or hiding spots, to clear an objective, fo toss into crowds of 
enemies, or lo cover a retreat, 


You can use Tactical Grenades to help win a firefight, distract an 
enemy, assist your teammates, or cover a retreat or an advance, 


Lethal 


One quick tip: Never throw grenades mid-firelight with an active 
enemy who has his eyes on you. The time it takes to prime and 
throw the grenade is enough for you to get killed. 


Also, be aware of the noise that using a grenade makes. Alert and 
skilled opponents react to the sound, and even a blind opponent 
hit by your Flashbang can easily fire at the only door into his room 
when you dash through! 


sometimes, faking out an enemy with a Tactical Grenade is more 
valuable than trying to stage a frontal assault supported by a 
grenade [oss., 





Lethal Grenades, or throwing axes, in the case of the Tomahawk, 
are supplementary tools for taking down your foe: 


Grenades have the distinct advantage of indirect fire. That is, they 
can kill a target behind cover, ina room, of around a corner. 


For both Frag and Semtex Grenades, part of their power isn’t 
simply killing, bul also flushing a target out of cover. Even if the 
explosion doesn't kill your targets, it may scare them out of hiding. 
if the blast damages them, all the better to make the kill easier for 
you or a nearby teammate, 


Grenade spam, that most hated tactic, is still possible if you 
take Scavenger, and moreso if you pack Warlord Pro for the 


extra greénades. While it's generally effective (and annoying) in 
most modes, it's especially lethal and useful in Headquarters or 
Domination, where you can be assured of your target's location. 


The Flak Jacket Perk acts to counter this tactic, and is nearly vital 
when you play Headquarters or Domination in an objective-grabber 
role. You gain both heavy 
resistance to explosive 
damage and the ability 

to shrug off fire, plus the 
occasional bonus of 
safely tossing back a 
Frag Grenade, 
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Ea Gieha0as have a three- -and-a- -half-second eee 
and can be “cooked” by holding them for up to three 
seconds. Each second, your reticle visually pulses, so it’s 
very easy to lime exact Frag Grenade throws. 





With practice, you learn exactly where a Frag will explode depending 
on how long you cook it, Once you know (hese distances instinctively, 
you can actually airburst Frag Grenades to kill enemies. 


This is a very effactive use of Frag Grenades. Done properly, it 
gives the enemy no time whatsoever to evade the Frag or throw 
it back, Frag Grenades bounce and roll around terrain, so they're 
ideal for getting behind cover, into a room, or around a comer, 


A quick-thinking enemy can pick up and throw back Frag Grenades, 
bul as long as you cook them before throwing, al best your 

larget can throw the grenade out of lethal range—better than the 
humiliating return throw that takes out you or your teammates! 


- Se — 
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mex fearsteky grenade that at adheres toith the first 
one or enemy (|) that it touches, and then explodes. 





Semtex has reduced power compared to its last outing in the Call of 
Duty series, and it has a very shart throw range. 


Tactical 






koacercnurs is a Spee : ial jethal weapon Print you 
can throw to score an instant kill if it connects, You 

can even bounce the Tomahawk off the ground to score 
a bank-shot kill. 


The Tomahawk can be retrieved, whether you hit or miss your 
target; just don't get killed trying lo pick the ‘hawk back up! 


The Tomahawk has a few advantages over normal grenades. Its 
stealthy and instantly lethal if it connecis, and it can be used at 
almost any time to “interrupt” an action, such as sprinting, reloading, 
or even climbing over an obstacte. 


However, you do lose the abllity to flush targets out of cover, and 
using the Tomahawk is an acquired skill that demands practice. 
Play Sticks and Stonas Wager Matches to brush up on your 
‘hawking skills! 


kel 


Because Semtex is sticky and does not ‘oll (nar can it be thrown 
back), it's ideal for close-range explosive work when you need 

to get a large! behind-a piece of cover or up ina room. You can 
simply stick the Semtex on a nearby wall or ceiling and let the blast 
do its work. 
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Tactical Grenades are exactly that—grenades that increase your tactical options. Each can be useful in a variety of situations, and several 


are extremely useful or critical in objective modes. 


Tactical Grenades have varying throwing speeds. Decoy and 
Concussion Grenades actually throw more quickly than smoke, 
flash, or gas grenades. 


Note that the Tactical Mask Perk has both offensive and defensive 
bonuses to Tactical Grenades. On offense, it lets you know exactly 
the direction of a target that has been hit by a Tactical Grenade. 
This is a powerful tool for locating and eliminating blinded or 
stunned enemies. 


On defense, it all but eliminates the effect of Tactical Grenades 
used against you, which is a powerful benefit when protecting 
a Headquarters, Domination paint, or other key objective or 
chokepoint area. 









a 7 —— Rese norUs: grenades create a cloud of 
smoke, They do actually inflict a tiny amount of damage 

on impact, and they momentarily stun a target hit by the 
initial light blast. 


However, (he main purpose of these grenades is not damage or 
disorientation, but Instant cover creation. Dropping a Willy Pete 
Grenade creates a thick cloud of obscuring smoke, fully blocking line 
ol sight for a short time. 





The uses for this are numerous: creating cover in the open to'sprint 
across a dangerous area; covering an objective area while you secure 
it; blinding a. camper; of making good Use of the Infrared Scope. 


in most objective modes, at least one team member should always 
carry smoke. In cases where you canna! rely an your teammates 

to do so, be sure to bring smoke on at least one of your custom 
classes. Having the cover of smoke when planting or disarminga 
bomb, securing a contral point, or sprinting actoas open ground with 
a flag is very Important. 











Faclical crores in Call of Duty: Black Ops. When 
deployed, Nova Gas Grenades create a thick cloud 

ol caustic, toxic gas. This gas does deal damage, and does 

kill enemies if thay remain in it for too long. In addition, the gas 

disoriants, causing slowed movement and badly blurred vision, 


In many ways, Nova Gas is the best possible combination of a 
Lethal anda Tactical Grenade, as it damages, slows, and disorients 
all in one package. 


Nova Gas Grenades lobbed on objectives can lock down the 
point by keeping enemies off these teammates. Snipers or 
campers can be {lushed out of their hidey-holes, because they 
cannot remain in the gas. safely. In general combat situations, 
Nova Gas can give you an easy victory by slowing and blurring 
the vision of your mark, 


There aré only two downsides to Nova Gas: one is that it’s on the 
slower, Flashbang side of the grenade-lossing speed contest; and 
the other is that it can be nullified by the Tactical Mask Perk. 


Even so, Nova Gas is a Very strong grenade, and we strongly 
recommend using of |t—and learning to avoid lt—as much 
as possible. 







Te art sea pinding flash and concussion that 


, whites out the screen of anyone unfortunate enough to 
ba facing it, including you! 


I{ the explosion occurs close enough, even looking away doesn't 
completely stop the blast’s effects, though doing so does reduce 
them slightly, Flashbangs are ideal for clearing occupied rooms ot 
enemies, temporarily blinding them as you sprint to cover, or for 
closing distance. 


Flashbangs do take longer to throw than Concussion Grenades. 
50 it’s important to time the throw and the attack carefully. Thrown 
al the right height and angle, it’s possible to airburst a Flashbang, 
blinding anyone below or around the blast, 


They work very well when used with a teammate, as you can toss 
the grenade and have it explode al almost the same time your 
leammate assaults the position. This provides maximum time to 
take oul any blinded enemies in the area. 


While they're powertul, Flashbangs do have a few major 
weaknesses, First, you have no way of knowing how blinded your 
fargets are. They might be completely whited oul and unable to 
retaliate In any way, or they might be only mildly dazed and facing 
the door. Full-auto fire from a blind enemy is still dangerous if he's 
aiming in the right direction. 


Because enemies offen suspect an attack from a certain direction, 
steallh and surprise are the Flashbang’s advantages. If you can 
blind a target that doesn't know where you're atlacking lrom, they fe 
as good as dead. 









( onenesionGrenades aie powerful tools for mobile 
combat. When hit by a Concussion Grenade, enemy 

largels are nearly Evleyp)acis| in their tracks, as their movement 
ls staggered and they almost completely lose the ability to tum. 


Consequently, if you're running any sort of mobile loadaut, you 

can stun.a target and move to hit tham from the side or rear for a 
near-guaranteed kill. If you happen to stun someone who is already 
facing away from you, he or she has no chance of turing in 

time to retaliate. 


Concussion Grenades have the benefit of throwing more quickly 
than other types of grenades, which also makes them more useful 
for high-speed combat. Even in the thick of a firefight, you can often 
lind time to get behind cover, lob a Concussion Grenade, and either 
eliminate your targets or sprint away to safely. 


Concussion Grenades have a minor blinding effect, but be aware 
that they do not otherwise impair aiming or firing. So, if you're in the 
frontal arc of a stunned target, you can slill be taken dawn. Don't 
expect a Concussion Grenade to work perfectly for storming a 
defended room or other tough defensive position. 


Concussion Grenades work best as a mobile combat aid against 
enemies in the open, and they excel at that lask. 






Jace = eon a sneaky new addition to the 
Tactical Grenades in Cail of ‘Duty: Black Ops. 


When deployed, a Decoy Grenade creates a fake burst of gunfire 
Sounds, causing an aural distraction and a blip te appear on the 
minimap. Because players are so tuned in to hunting targets on thelr 
minimap without carefully examining the situation, it's very, very 
easy to bait players with Decoy Grenades. 


Decoys work best when the area in which you use thenv is relatively | 
quiet. One additional red dot in the middle of a large-scale firefight! is 


likely to go unnoticed. However, a single blip on an otherwise empty : 


minimap, especially deep in enemy territory, is very likely to 
demand investigation. 


You can use Decoys to draw attention away from you, or to bait 

enemies into coming toward you. Both tactics are helpful, either 

for slipping past a defended area or for drawing enemies oul of a 

favorable position, into one thal you can exploit, generally with them A 
lined up in your sights. 


Mulliple teammates using Decay Grenades simultaneously can \ 


crealé a more realistic “assaull,” especially if you back it up with 
a few tossed grenades and some real gunfire. In some objective 
modes, this can cause more enemies to shift their posilions 

to investigate, 


Experiment with Decoys} they're a powerlul psychological weapon, 
Just be aware thal overuse in a given match can reduce their 
effectiveness. Canny opponents won't fall or the same trick 
repeatedly, but sometimes even once is enough, 











Equipment 


A new category in Gall of Duty: Black Ops, Equipment is gear that 
can be deployed into the world. It can also be retrieved, including 
G4 and Claymores! 


This is excellent for setting up defensive strongholds and then 
gathering up your gear and moving out. 


Equipment used well in isolation is useful, but when it's used well 
as a team, it is extremely powerful, 


It can be very difficult to break a defensive lock on an objective 
position by a team that uses Camera Spikes and Motion Sensors 
to spot flankers, along with Jammers, Claymores, and C4 to disrupt 
and kill attackers. 


The Hacker Perk is designed explicitly to counter Equipment, 
causing these iterns to show up as bright red, visible through 
objects in the world. You can then hack the objects to turn them 
against their former owners, or just outright destroy them. 


— = GAMER! A'S SPI 


yl he Ge mara’ = isa ewer Mrecorreiscante tool 

- Placed anywhere on the map, it sends a black and white 
video signal highlighting enemy forces in bright white as 

they pass in front of the camera. 






The camera is placed in the direction and angle you're facing when 
you deploy it, $6 line up the facing and then drop the camera, 


Once placed, the camera automatically replaces your minimap with 
the camera view. To cycle it, simply press the Equipment button 
again to swap belWeen your minimap and the camera, 


Note that the camera’s field of view ts not quite as wide of high as 
your own, so you have to experiment with placement to find the best 
line of sight. 


A great rule of thumb when placing \he Camera Spike is to treat it 
as a visual “tripwire.” Look for locations where you can set up the 
camera (cut along line across a common movement path, Place 
it cotrectly, and no enemy without the Ghost Perk can cross the line 
toward your Glociteas) position without alerting you to their approach. 





Explosives work well for taking down Equipment, though you can 
also destroy it by simply shooting or meleeing it. 
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Pop se your map anid, think about Meare a straight line eri 

the Camera across thé area you want to protect. Il you can finda 

location that bisects any possible approach veclors 16 your position, 

you have a good camera spot. When you go to place the camera, 

try to put itin out-of-the-way OF darkened areas to. avoid its detection 

lor as long as possible. Even Fits: destroyed ou still get the early 

warming in most situations, and saving your life even es means 


tha Equipment does ts job. 


ioe) a | 
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Rifle, LMG, or avan an aceulh Rifle. you c can ast up shop in a ton 
location and use the camera to protect you from enemy flanking or 
assault attempts. 


On its own, the camera is helpful, but when used witha team 
employing efficient communication, it can be downright deadly. 

Just two players with carefully placed cameras can make excellent 
“tripwires” across almost any possible approaches toa defensive 
position. In-an objective mode, and with good communication, no 
enemy forces can get in range without your entire team knowing the 
position from ict there a attacking, 
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(ove illremote: GBOnE ted explosive: Placed 
“earetuly, i iy can cover an objective or an approach to 
your position: with ease. 


C4 doesn't make a great “grenade,” bul it can be used in that 
capacity In some situations. especially if you happen to be close toa 
large enemy group oblivious to your presence. 


C4's downside |s that it requires your constant allention to be truly 
affect live, There are a few exceptions, but they generally require 
either good leamwork and communication or certain specific 
objective modes. 


To wit: In Domination, the yoiceover announcer and HUD elements 
inform you when a point is being taken. Pre: -placed C4 means 

you don't even need to watch in order to scare kills. Listen for the 
announcement or spot the glew of a point under attack, click the 
detonator, laugh devilishly, 


You can use C4 jn Headquarters and bomb-planting modes (54D, 
Demolition, and Sabotage). However, H@ Is dangerous because 
explosives often fly into a Headquarters location, and they can 
cause a potentially lethal chain reaction, At the very least, they ean 
simply waste your G4. In bomb modes, carefully placed C4 can 
possibly take oul a bomb planter or defuser, bul this usually requires 
either your own eyes onthe target or a very alert teammate, 


You can shoot C4 to cause il to explode, which is: useful either or 
destroying enamy C4 or for detonating ie C4 prematurely if 
you See an opportunity to inflict damage. 







‘ Ne LNG ICAU INSERTION 


" ri i jemactical ns ention Is a Al vary ispecial piece. of 
ws sapere with a unique ability: i allows ' you 6 set 
your own respawn location. This has several signilicant 
gameplay implications. Mest notably, it's a vital tool in Demolition, 
and i's very useful in Capture the Flag. 


It's generally jess powerful in other gameplay modes. However, for 
anyone who loves camping in certain areas or respawning behind 
enemy lines, ican still be pul to'good use. Once placed, a Tac 
Insert has a distinctive glow at a distance: green if It's friendly, red 

if enemy. IT you aren| careful where you place a Tactical Insertion, 
an enemy can easily Spot il, Tactical Insertions can be destroyed by 
ater talemoy'¢etm (nlcignme= ine Mi eve)ieiiare Mec (ascta ma ayy suooungt) them, or with an 
explosive from a distance. s 


While Tactical Insertions are very strong offensively ir) Demolition 
and CTF, they're a double-edged sword in all modes. If anemies 

kill you hear your Insert and they're aware of il, you may give up 

a double kill for ffee. The same apnlies if one enemy kills you and 
another enemy teammate is hear your Insert, An especially canny 
opponent may kill you, let you respawn and place another Insert, kill 
you again, and then kill you a third time when you respawn, Place 
those Inserts. carefully! 


Remember ELE you can cancel an Insertion during a Kilicam., lf the 
enemy that killed you is near your Insert and you suspect hey re aware. 





on defense. However, a Camera Spike, Motion Sensor, or Claymore 
is Usually a better choice, as all three do the job withoul requiring 
Tevelmelticleimsliccieiielan 


There are three points of possible failura with a C4 detonation: your 
attention, your réaction time, and the explosion itsell, which may 
not always prove fatal, 

As a result, relying on 

C4 to protec! you or your 
teammates from tlankers Isn't 
a great idea unless you're in 
a@ position where the planted 
C4 is clearly Visible in your 
normal firing are, 


Remember that you donot need to press the Equipment button to. 
detonate your G4—yaou can double-tap reload to quick-detonate 

it. This allows you to throw a C4 pack and airburstit, or quickly 
detonate planted C4 on reaction as needed. 


You can place C4 one ata time, or both packages can be 
dropped at the same time. Ih the latler case, both detonate with 
one activation of {he detonator. C4 sticks to surfaces in the same 
manner as Semtex (though not to players). Thus, you can hide G4 
by sticking it to 2 celling or wall rather than just throwing it on the 
ground out in the open. 


oft cancel the Insertion jand ¢ go fer a normal respawn, Losing your 
forward position is painful, but giving up a multi-Kill is more painful. 


Tactiéal Insertions also have a very obnoxious Use for boosters, By 
colluding withian enemy player, one can use them to quietly rack up 
high-end Pallinteetel ts by hiding oul in a corner of the map and feeding 
kills, Pay careful attention to the scoreboard, and Use Hacker (or 
EU common sense and your teammate map) to seek oul and 
eliminate these abusers. 


The Tactical insertion’s power on offense is multiplied if all or most 
of yourteam uses them, On some maps, finishing the second 
bomb location in Demolition can be Very difficult. With your entire 
leam respawning even halfway closer to the bomb point, you can 
massively red.ice time lost to travel across the map, Similarly, 
having your offensive force In CTF using Insers can make running 
Ihe flag much easier, 


|n a variely of objective modes, stealthy classes can use Tactical 
Insertions behind enemy. positions very effectively, While you risk 
giving Up a double kill, you can likely deal much more damage to 
ihe enemy tearm by spawning behind them, Spawns can be fairly 
predictable In some game modes, and Tactical Insertions let you 
exploll player expectations, punishing opponents with a silenced 

bullet from behind, 


It's amet fo Use C4 to quard an approach to your position if you're 














a: Thad 
Sit creates a aldige a atea ol radar jamming that als0 Ae 
down any enemy Equipment within its radius, 





The Jammer has two circles of effectiveness, As a player moves 
closer fo the canter ring, his er her radar gets more and more fuzzy 
until it’s completely snowed out, totally eliminating the minimap. 


It's best to use Jammers on defense, either placed around a key 
objective or chokepoint or placed centrally on the map, giving the 
qrealest possible coverage. 


Because Jammers have a fixed radius that does not change with 
map size, they're more powerful on smaller maps. 


Jammers are doubly nasty when multiple teammates deploy them. 
Two or three Jammers can cover a véry large stretch of terrain, 
large enough to guarantee that no enemies approaching a defended 
position can use their minimaps. 


On offense, Jammers can still be useful, thanks to their ability to 
disable enemy Equipment. Bring one along and deploy it when you 
get close to a known enemy position. 


To find and eliminate a Jammer withoul Hacker, you can trangulate 
its position based on the fuzziness of your minimap. Approach the 
fuzz from two directions, and then home in on the Jammer's likely 
position. Just don't gal so distracted by the Jammer thal you let an 
anamy take you down! 
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tool, reat i Tacks as ferret g Broad utility, it 
compensates by being much more dangerous to enemies 
whe unknowingly stumble into its range. 


The Motion Sensor projects a small radius of detection that 
racks any enemy movement, giving you perlect intelligence on 
their position. 


Asa result, If you're camping oul at long range or guarding an 
objective, the Motion Sensor can easily protect you from flankers or 
stealthy enemies who lack Hacker Pro. 
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You can place the Claymore anywhere you wish, It has a front- | 
facing motion sensor that detonates the davice a split second after it 
senses an enemy in its frontal are, 


Place the Claymore facing away from doorways, stairwells, and 
other entrances, not toward them. You want the Claymore lo trip 

and explode as the target moves past it. Il you plant a Claymore 
facing a doorway, it detonates harmlessly behind an enemy as he or 
she sprints over it. 


Instead, if you place it off to the door’s left or right, facing Inward al 
el angle, it's almost impossible to ayoid, 


Claymores are not foolproof. They can be evaded, destroyed, or 
negated by Ghost, Hacker, Flak Jacket, Lightweight, as well as 
simple caution and a few wall- placed bullets or an axplosive, 


But even in situations where your Claymore falls to get the kill, i can 
still alert you to an enemy in your vicinity, If that enemy happens to 
be damaged as a result of the blast, so ‘much the better. 


Because you get only one Claymore, you should choose its 
placement carefully. Try to use It to cover the weakest, hardest-to- 
cover approach to your position, or place i ina very high traffic area 
to guarantee a kill and start your Killstreak on its way, 


“Be aware that the Maton Senso Serna Alhictk range. ‘and it does 
nol help teammates at all—they cannol see your Motion Sansor 
pings. It's therefore much less helpful fo your team than the Jammer. 
However, if you're good about communication, you can still alert | 
leammates to'an enemy presence, 


Due to its short range, the Motion Sensor does not work extremely 
weil with mobile builds, But you can use if fo cover id ‘small area 
while you operate behind enemy lines. This is: particularly useful if 
you know roughly where enemies are spawning, and you want to. 
avoid being surprised by a stay traveler, 
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PERKS 


Perks provide powerful, game-changing abilities and bonuses to 
your custom classes. Choosing the Fight set of Perks to match your 
equipment and personal playstyle is-an art, and is best refined over 
time with plenty of practice and experimentation. 


This section provides an overview of each Perk’s effects and their 
implications on the battlefield. 


There really aren't “stronger” or “weaker” Perks, but rather 
situational Perks. Their effectiveness depends on the mode and 
map you're playing, as Well as your loadout, and your own 
personal preferences. 


Perk 1 















a TIGHTWEIGHT | a 
\ i & Dell I fz) : ) 
| Lightwe Rhein Tease a iF MoV iment ‘speed. laa 


how much ola benefit you gel from this Perk depends 
an your equipped weapon. SMGs and Shotguns move the 

fastest, followed by Sniper Rilles, Assault Rifles, and 

Light Machineguns., 


Lightweight is a simple Perk, bul its effects can be dramatic. In 
objective modes, it can let you blitz an objective and quarantee thal 
only another player with Lightweight can intercept you. 


Lightweight is extremely useful for offensive flag-running in CTF and 
blitzing bomb points in S&D, Demolition, and Sabotage. It's also 
great for getting to Headquarters in HQ and reaching the back 

lines in Domination. 


In normal combat, It lets you quickly reach key conflict points ona 
map, travel through a flanking route more quickly, escape froma 
losing battle, or move faster to land a lethal knife kill. 


Lightweight |s effective with Marathon and either an SMG ora 
Shotgun, This lets you close the distance to fully exploit your close- 
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damage. You Gan still die from a lethal: fall. but any 
nonlethal fall doesn't hurt you at all, 





In most situations, this is simply a nice bonus, but on some maps, 
you can gel a lot of mileage oul of this by sticking to) high ground, | 
safe in the knowledge that you can leap trom tall builldinas without 
feat of ying on impact. 
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ge Weaponry. ti can (eigo 53 useful witha Sine Rifle or Assault 
Rifle, We don't recommend taking Lightweight with an LMG in 
most situations. 


Lightweight is very strong at the start of a match. In some modes, 
you may wish to have an SMG/Lightweight/Marathon build 
specifically at the start of a round. You can use it to gel into position 
and either secure a key objective or potentially flank the entire 
enemy team. Once the initial wave of team spawns has dispersed, 
you can then switch to a different class. 


Other than the obvious Uses in objective modes, Lightweight’s 
effects are generally more subtle In normal TDM or combat around 
fela)iaieVicemm pomecimeleiiitcipemuelems\7e)lebairo laine liics\ayie iio me | 
Lightweight for normal combat until you have a good feel for travel 
through the levels. 


Leaming when Lightweight can give you a decisive positional 
advantage lakes time. Its effects aren't Immediately obvious in a 
straight fight. You need to havea good feel for map flow before you 
can really see how helpful Lightweight can be. 
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On some maps, this facilitates. an n easy, Betaay from eonbalve even 
it you take-a hil or two while jumping. 












































Scavenger cal causes sain enemies te drop ammo 
| packs. These packages replenish your primary and 

secondary weapons’ ammunition, as well as Lethal 
Grenades. Scavenger packs do nol replenish explosive weapons 
of any other kind, 


scavengers power increases the longer your average lifespan |s. Il 
you play a Very run-and-gun build prone to dying quickly, you won't 
get much use out of Scavenger. 


On the other hand, if you're a more cautious player, Scavenger can 
allaw you to defend a fixed position almost indefinitely. Of you can 
operate “behind enemy lines,” picking Up replenished grenades and 
ammo from your victims to continue your Kilistreak, 


This benefit is usually more pronounced on medium to large maps, 
where you have time to pick up the supplles and get out of sight. 
Smaller maps, with their high rate of conflict and frequent close 
spawns, give you lass of a chance to catch a breather. And typically, 
one tends lo waste less ammo and grénadés In tight confines. 


Scavenger |s perfect for an Assault Rifle build operating on defense 
or offanse. Be sure to bring along Frags or Semtex to benefit from 
ihe grenade restocking. 






| baa PyO has two slant cant benefits: The first is 
thal if fully loads your ammio for all weapons, including 
explosives. The second Is that Scavenger packs now 
reload Tactical Grenades as well as Lethal Grenades, 


Betwean the two benefits, Scavenger Pro turns you into a sort of 
Walking one-man army, capable of holding an area for an extended 
period or laying siege to a defended position with a barrage of 
grenades and explosives, 








































Ghiosi ives you immu Bsr 
Blackbird: detection, ; 


oR HOST ——————— 





Because players tend fo rely vary heavily on their minimap: to spot 
enemies, Ghostland a Suppressor renders you all but invisible re) } 
the enemy team. If they don’ {see oF hear you, you don’ Lexis, 


Even without a Suppressor, you ean still take advantage of Ghost by 
waiting until a Spy Plane is in the air and then making an aggressive 
move toward known enemy positions. 


Keep aware of your position relative to your teammates and the 
enemy, By moving away Irom your teammates, you can ensure thal 
the enemy team heads toward tha red dols visible {rom their Spy 
Plane of Blackbird, completely missing you as you slide up | 
on their flank. ) 


Ghost is very Useful for any bulld that needs to get close to he 
affective, so it's great with Shotguns, Siler or ARs Linel prefer lo. 
light Up close or behind enemy lines, 


We strongly recommend pairing Ghost with a Suppressor if you plan i 
to engage COB behind enemy lings. Firing) an unsilenced round with 
no friendly blips near you on the radar can be a death sentence. } 
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downright ane with Ghost Pro, a air support worl't. 
larget you, attack dogs ignore you, Infrared scopes don't 

highlight you in white, and Sentry Guns ignore you, Not only that, 

but your red name does: not show up, and you don't highlicht red 

under enemy crosshairs. 


Ghost Pro makes you Very, very difficull to spot, and it allows yaui to 
ignore all forms of air support completely. | 


Ghost Pro doesn't change the Dasic utility of Ghost; it just makes 
it more effective at its job. The lack of a red name or crosshair . 
highlight Is the biggest benefit to covert ops in enemy lines, but the ) 
other benefits are also yary helpful. 






INVISIBILITY 





If you're running with a full party, get everyone to run Ghe 
Pro for a few games. ‘ae 






There's nothing quite as amusing as hearing, “Enel 
Plane,” and ignoring it completely. 






This can actually be extremely ettecth 





| Braves. Flak Jackel slices any yexalosive Sertog you 
receive by a massive 65%, meaning that anylhing buta 
direct explosive hit won't kill you, You can stand near C4, walk past 
Claymores, breeze by Semtex oy Frag Grenades, and sprint through 
RPG and Grenade Launcher fire. , 


Flak Jacket is mos! useful when you know you're going to take 
explosive damage, rather than simply because you don't like 
explosives, If you aren't. cerain you'll lake explosive fire, there are 
better choltes to improve your effectiveness, 


When can you be certain of that? In objective modes. Particularly in 
Headquarters, bu! also in Domination, and to a lesser extent in the 
other modes. 


Flak Jacket can be Useful on offense or defense, but ie generally 
most Useful on offense, when. you have to selza a location or plant 
a bomb under fire. When the enemy knows where you must be 

in order to Win a game mode, you can be certain to encounter 
explosives there. 


Flak Jackel does not save you from a concentrated barrage of 
explosives by multiple players, but it does let you last longer, and it 
absolutely saves you from stray explosions: In.game modes where 
games are won/or lost by seconds of lime alive. Flak Jackel can 
mean the difference balween victory and defeat. 


Consider keeping an offensive objective build thal equips Flak 
Jacket. If you run Into heavy explosive fire, you can use that class to 
help weather the storm. 






eee tea rroren ee a few ifaitveh butr nice upgrades 
io the basic explosive resistance. First, it gives you 

immunity to fire damage. This protests you from any 
Flamaelhrowers or Napalm Strikes you may encounter—minor, 
but handy, 


To abuse this a bil, use Napalm Sinke (osaturate an objective area, 
and then meveiin and secure it while the Napalm is enroute, Mix ales 
wilh a smoke grenade, and you become preity difficult to roat oul! 


Finally, Flak Jacket Pro lets you safely Ihrow back Frag Grenades 
almost withioul fail. Any time you pick up a Frag to toss back with 
this Perk active. il resets the grenade’s timer to 2.5 seconds. Thats 
plenty of time to carefully aim and throw the pineapple with a retum: 
{o-sender massage stamped on it, 















Har line drops the number of kills requifed far any 
Killstreak by one. 


This seems like a minor change, but jt actually has a profound 
impact on the frequency of Killstreaks you generate. II's less 
noticeable for very high-end Killstreaks, bul taking any of the six or 
below streaks can greatly increase thelr frequency. 


Hardline is especially powerful when paired with Spy Plane, 
Gounter-Spy Plane, and SAM Turrel, giving you almost total denial 
of enemy radar and air support. At the same time, it gives your team 
constant (wo-kill Spy Planes. 


You can also use the lower Killstreaks by stocking up a ton of RC- 
XOs and then unleashing them all insequence when their explosive 
power is mosi needed. 


Hardline won't dramatically increase the frequency of higher streaks 
for you, but it does help. 


Because you can most fully exploit Hardline by running low streaks 
and stockpiling them, you may want to set an Upper limit of five or 
six kills for your streaks, and then make sure lo die and reset} your 


slreaks when you hit your highest Killstreak. 


If you do this with your team supporting a’ Spy/Counter-Spy/ 
SAM setup, you can Seriously hamper the effectiveness of the 
enemy team's Killstreaks and general combat effectiveness, This 
simultaneously arants your own team the aid of near-constant 
fadar sweeps. You can also use Care Packages to great effect, 
accumulating quite a few ina given match. 








a batzall [i line Pro. lets. you: shuttle the contents ofa Care 
Package one time. What's interesting about this ability 
is that you can use It on’any package of any type, including 
anamy packages, Plus, the switch js Instant, unlike the pickup of 
enemy packages, which takes more time. | 


Because of {his fact, when combined with Hardline’s basic ability, 
you can run SAM Turret. Gare Package, and Sentry Gun to get 
three chances of different \sillstreaks, all for the low entry cost of a 
live-kill streak. 


You! can also use the ability to reshuffle a dud friendly drop: or to . 
sabotage a high-powered enemy drop when you don't have the time 
fo Secure the crate, 


incidentally, this 1g one ol the better ways ta alm for a Death 
Machine or Grim Reaper it you really, really want lo play with one. 
ee last ace i! you encounter a package that you cannot switch 
with Hardline Pr, i has been booby-trapped with Hacker Pro, 
“Beware! s : 
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— increcsesleta penetration, 


This is @ very straightlorward Perk, but its power and utilily 
vary significantly depending on the map you're playing, On any map 
wilh a lol of caver or buildings, its power increases. In more open 
maps, it’s a lot less useful, though it can still be helpful with the Pro 
version (See below). 


I's generally more effective to take Hardened with weapons that 
have poor penetration than it is to take it with guns that already have 
good panetration; the extra panetrating power can be overkill. 


The other issue with Hardened is that it very much depends on 
your own firing behavior to be effective. If you rarely take shots at 
enemies behind cover, you won't fully utilize this Perk. 


We strongly recommend taking Hardened and then unloading 
gratuitous amounts of ammo into every enemy you see, think you 
see, thought heard, spotted on the minimap, heard about from a 
tearnmate, or read a rumor about in the naws. 


The Idea here is that you gradually get a feel for how well your 
Weapon penetrates with Hardened, and how and where enemies 
move through a map. 


Also remember that you can use the hit markers you gat through a 
Wall to track a target. With practice, you can even track a running 
target through a wall and take it down. 


BULLET PENETRATION 


Bullet penetration in Call of Duty: Black Ops is handled by 
giving each weapon a penetration power and then comparing 
that to the thickness (and permeability) of the object 

you shoot. 


Some objects, despite their appearance, are totally impenetrable 
to bullets; only practice teaches you these subtleties. 


In most cases, penetration works how you would expect. 

| Thin walls or light cover is easily penetrated, even by lighter 
weapons, while thick brick, concrete walls, or hard cover 
require LMG or Sniper Rifle fire to punch through. 
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substantially reduces flinching and recoil when you're hit 
by enemy fife. Hardened Pro’s bonus against aircratt and tulrats Is 
most useful with hiah- damage Weapons that have ferelere magazine 
size, Assault Riles and LMGs in particular. 


Remember that you can shoot down Spy and Gounter-Spy Planes 
easily with accurate fire from an AR or LMG. This Is true even 
without Hardened Pro, bul this Perk makes doing so much, easier 
and faster, If you're diligent, you can deny an enemy recon power 
just by using your equipped weapon, without needing an anti-air 
launcher of SAM turret. Taking down Attack Choppers Is abit more 
dangerous. An LMG can manage it, but expect to draw hostile 
attention by firing at any airborne chopper. 


The flinch and recoil protection are useful with almost any weapon. 
The reduced flinch means you're barely slowed al all when you lake 
fire. This makes ita very uselul Perk for running-and-gunning builds 
of all sorts. 


Reduced recoil helps keep your shots on target when engaging ina 
heads-up firefight. lf your view stays on target but your ponents Jerks 
wildly when you tag him, you're more likely to come out standing. 


These bonuses are especially noliceable wher engaging In CQB 
and hip-firing your weapon, You can continue to move at full speed, 
without suffering either the ADS or flinch penallies from getting shot. 
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normal spread factor by d Panes i 0 65, 2 
This: straightforward Perk is almost exclusively Useful for ni 


Rifles, though a few other weapons Gan equip scopes that 


sniper A 
require steadying by holding your breath. 


Scout is halpful fora sniper, particularly a sniper in training. Bul you 
may find that as your skill increases, you heed to hold your breath 
for less time to land a shot. Oddly, this makes Scout less Wee ier 
you improve, 


Scout does allow you to hold your breath and stay honed ina 
larget that you're waiting to emerge from cover. YOu can cover 
a key route or chokepoint for a longer period with a rt imad shot. 
However, you can similar results by watching the: aren and then) 
steadying your shot a split second belore you lire, as ‘long as! 
your aim is good, 


If you're just beginning to snipe. wa strongly racommend using 
Scoul to help improve your accuracy, As you improve and gel 
faster, you can either keep Scaut for the Pro benet fil, of swap it out 
for a Perk 2 option t thal better suits veut Hey style. 
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This is a substantial improvement, ganerally bumping a 
step up the accuracy scale, from Sniper to LMG to AR ta SMG, 
more or less. For weapons that are already accurate or effective al 
short-range hip-fire (SMGs and Shotguns), Steady Aim is less vital, 
but It can still be useful to ensure your rounds stay on target ata 
greater distance, 


Steady Aim is very useful for the run-and-qun player, because 
ADS-ing takes time, and movement speed while ADS is reduced. 
Firing [rom the hip has neither of those disadvantages. Coupled 
with the fact that bullet Impacts slow player movement and cause 
view recoil, the first player to score a hit in a COB /s often the victor. 


i ‘Steady Aim helps you get that first hit and get hip-lire kills ata 


moderate distance with SMGs. 


SIGE Aim is also helpful when Dual Wielding or using Rapid Fire, 
options thal substantially penalize accuracy, Sleady Alm can help 
make Ws) tor the lost accuracy and Improve your odds of a Glick kill 


wt 
while le wasting less ammunition, 
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faprovides the ve ery handy, benefit ol culling 
weapon switch times in hall, 





gunner. Firs 7 it reduce 65 s the delay after hele ts) (ey 

you can take aim with your weapon. Second, it cuts in half 
This allows you to switch to a secondary Pistol almost instantly. ihe recovery time after a knife lunge. | 
Even weapons (hat are slow to bring up, like Shotguns, LVIGs. and | 
Sniper Rifies, are teadied more quickly. Both bonuses are very useful to an agaressive player using an SMG or ik] 


Shotgun, though they can be helpful to an offensive AR user as well. | 
You can exploit Scout Pro by taking down a foe and then stealing : | 
his Weapon, Scout Pro lets you switch weapons fast enough to Quicker aiming after sprinting can reduce the number of deaths | 
make good use of a Sniper Rifle (or LMG!) and a primary weapon you suffer from sprinting into a combat engagement, which is vary | 
stolen from a fallen solclier. near first place on the list of Things You Should Not Do Online. Ic 
Meanwhile, faster knifing recovery Is useful in any COB situation. 















| Sean of Hand cuis your weapon's § reload time In hall, 


This very useful Perk is helpful to almos! any weapon, but 
i's especially useful fo weapons with shallow magazines (20;round 
SiiGs), slow reloading (Shotguns), or weapons that burn a lal of 
ammunition quickly (Dual Wield or Rapid Fire equipped weapons), 


Sleight of Hand is very helpful, but it can also encourage some bad 
habits. In general, reloading is a risky maneuver, as it leaves you 
completely vulnerable to any nearby enemy. Because you often reload 
just after a firefight, an enemy honing in an the red del, the death 
marker, and the noise is likaly to show Lip at this inconvenient time, 


sleight of Hand halps minimize this danger, butit can get you in 
the habit of constantly reloading your weapon, even if you Use only 
a few rounds to down your targel. Meanwhile. a second or thitd 
enemy might be én route to your position. This is especially bad 

if you switch to a build without Sleight of Hand but continue your 
reloading habits. 


Be mindful of why and when you reload, and Sleight of Hand can 
provide a useful benefit lor you, especially with the weapon types 
mentioned above. Just don't get in the habit of mashing reload when 
you're five rounds down in a 30-round magazine. 





“ef Ravn ae ime nee any weapon axcepl those 
equipped with 4 precision sniping scope. 


This reduced ADS lime makes Pistol and SMG Siahting lightning 
fast, Assault Rifie (ies become very quick, and. LMG fines become 
BEV anough lo lise more salely ity mediurn- range engagements, 


Cutting down ADS. jime can) ingfease your’ chance of scaring a kil iN) 
a firefight Were val) spot an enemy in ihe open who caf ech you. 
You e ‘all but guaranleedto ine up the lirst shol mare quickly. than 
your opponent does.” i) 


This iS a very usetul benefit (or almost any weapon type, though you 
lose its bonuses if You're Dual Wielding, 
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Wea ‘allows y yout = sean wo Attachments on 
your Primary \ weapon. There are some ‘restrictions: on 

what Attachments can be combined: only one precision 
Scope, only one Weapon Attachment onan AR, only ane magazine 
Attachment, Rapid Fire and Dual Wield cannot use ‘enhanced 
magazines, In general, Warlord lets you trick out your weapon lo be 
a bil more effective in more silualions. 


Warlord is most useful when you want & vary specific combination of 
Attachments that fit a particular build. It's. very important that those 
Attachments be more Useful to your build than the other benefits a 
Perk 2 slot would provide. | 


Consider paiting Warlord with Scavenger once your average 

life expectancy improves, A double Attachment weapon is less 
attractive if you run out of ammunition and have to swap out your 
Uparaded weapon forsomeone else's normal weapon. 






Warlord Ef Gianis you! an’ rextral Lethal and Tactical 
Grenade (excepting smoke) when you spawn, 





This gives you a little added firepower. Again, when paired with 
Scavenger, this lets you stockpile a truly, tulnous collection of 
bombardment materiel. 


This Perk is useful in al modes, but i's especially useful when using 
Lethal Grenades and Neve Gas or smoke to protect fel assaull an 
objective, f 

















How useful this is depends on what weapon you're 
lugging around, SMGs: eule Shotguns let you runa good, distance, 
ARs and Sniper Rifles slightly less, and LMGs the least of all, 


Marathon is very important in-any mode that {requires rapid mobility, 
which is almost all of them on offense. It’ s also useful for quickly 
cutting off chokapoints before the other team arrives or for reaching 
Key camping spots and contested overlooks. 


However, Marathon can be a dangerous Perk. Sprinting blindly 
around corners Is one of the absolute most common ways to 
dia online. Don't gel into this bad habit, and espacially don't lat 
Marathon encourage It, 





~ you can sprint an ate mieancee 


This {s a vital Perk for run-and-gun classes, and still important for 
many others. Even slow-moving LMGs benefit tremendously {rom 
this Perk, as they can use. the infinite sprint distance to get into 
position ancl better exploit their power, 


Definitely work on Meee hits Perk quickly to make full 
use of Marathon. 


In many objective modes, haying Lightweight (/Marathon Pro class 
with an SMG is extremely uselul as an objective- -blitzer, 


Our wamings about sprinting around comers apply doubly with 
Marathon Pro. It's very, very easy to fall into the habit of sprinting 
everywhere around the map, This is a good way to get yoursel! 
killed by campers. cautious players, or surprise slate ial chemi ate 
those corners! | | | 















‘Perk i in 1 FFA “ea SAD, and i it's stil Sarly useful in 
almost all modes, especially on offense. 





Ninja | is odd in that it can be functionally useless against a newer. 
unaware player or someone with a poor audio setup. However, it's 
more Uselul against good players. 


Most skilled players rely heavily on sound lo warn them of enemy 
le) (ctets] alee whatever their radar might say, Ninja removes the 
warning that iootstaps give, 


Remember that you can crouch to move silently without Ninja, but 
Ihe ability to move normally and sprint quielly is extremely powerlul, 


lf you anjoy running stealthy builds, operating behind enemy lines, 
af going on offense, Ninja should be a staple Perk for you. 
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First, it silances you completely. All forms of movement, falling, 
maniling, equipment rustling, and so forth are totally silent. Because 
Ninja only silences footsteps, there are plenty of other ways to give 
away your location beyond firing your gun, and alert players take 
advantage of them. 


second, Ninja Pro makes all enemy sounds louder. This is a 
ridiculously strong bonus. Used wall, it can almost feel like cheating. 
You can clearly hear enemy movements a good distance away, 
sometimes even th rough walls. 


We strongly recommend upgrading Ninja to Pro status quickly; it's a 


very strong, very useful upgrade. 
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Second. Chance: callses you lo aan lo > the grouind with: 
your pistol out for 10 seconds alter you lake damage 

that would normally be fatal. |! you don't have a pistol in 
your build, you get a “free” M1911 to use instead, 


Ina normal firefight, this usually gives you just a split second to fire 
a few shots before wheever look you out finishes the job—make 
those shots count. Il you die from a headshot ora knife kill, you 
don't go into Second Chance. 


second Chance can be somewhat useful if you're running a COB 
build. It gives you a chance to ruin the Killstreak of whoever takes 
you down. At greater distances, pulling off the retaliation kill is less 
likely. You can crawl very slowly in Second Chance, and If you hold 
reload, you instantly expire. 


One note for both Second Chance and Second Chance Pro: If 
you're still maving when you drop to the ground, you start crawling 
immediately. This has the unfortunate side effect of dropping your 
pistel temporarily. Do this in combat, and you aren't likely to pull off 
any Sacond Chance shots. 


lf you pian {o use Second Chance regularly, discipline yourself to 
stop moving the instant you take lathal damage so you can aim and 
start shooting as soon as you fall. With practice, this can help you 
score those retaliatory kills more often. 






| Second nd Chance Pro isa very nice upgrade. |t increases 

the langth of time you stay alive for 30 seconds. More 
importantly, teammates can revive you if they get to you 

in time! Oddly, contrary to Second Chance, Second Ghance Fro's. 

revival ability is more useful on a bulld that fights near home, closer 


to teammates. If a few stray shots from long range take you down, 


you have a much better chance of crawling behind nearby cover 
and having a teammate revive you. 


A particularly nasty option is to have most of your team run medium- 
range or longer builds and Second Chance Pro. In some objective 
modes, lhis can force the other team to work extra hard to make 
their kills stay dead, 





Hacker causes enemy t Equipment and any ae 
fo show up as bright red and visible through walls ata 

short distance. Hacker is very useful on offense. It's also 
Useful for covering objectives, as you can quickly spol unpleasant 
surprises that the enemy team may have sel up nearby. 


Using some of your own explosives, you can get rid of enemy 
Equipment from a distance. Traveling the map on offense, you can 
often use the location of a Claymore or Motion Tracker ta find a 
nearby camper, 


With a bit of deduction, you can nail said camper with an explosive 
through a nearby window. In some cases, you can just shoot him 
straight through a wall if you have the right gun for the job, 















jacker Pro offers: Wo very use! ful upgrades to Hacker. 
Firstly, you can ‘sabotage enemy Equipment Seniry. 
Turrets, and crates of all types. 





Sabotaging enemy Equipment or turrets causes them to ‘Join your 
team,” while sabotaging a crale of any sort causes i to become booby- 
trapped. Any enemy opening the crate triggers a lethal explosion. 


Secondly, Hacker Pro makes you Invisible to Motion Sensors. 
Against enemies sitting on defense or camping near a Motion 
sensor, this is as. good as invisibility. They tend ta trust their Motion 
sensors to cover their backs. You can punish them for this, as long 
as you're quiet on your approach! 


Hacker Pro simply enhances Hacker's basic combat role, giving you 
more options on offense or operating in enemy terrain, 
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Faclical V Mask | isa 1 uselul ‘detensive Perk that renders 
you nearly | immune to Flash er Concussion Grenados. 









Tactical Mask is great when you go for objectives where you expect 
gtenades of all lypes to hammer you, Bul, because it depends on 
the enemy team using those grenades, you may or may hot ge a lot 
ol mileage out of this Park. 


Tactical Mask on its own is reasonably uselul, but we strongly 
suggest getting the Pro version as quickly as possible, as il's an 
important upgrade. 






i = ras 2 
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acca Mask: —— Nova Gas to the {isto of 
protections. This |s extremely important, because without 

the Fro upgrade, the gas still forces you off objectives, 
even if you're protectad from Flash or Concussion Grenades, 






Also, Tactical Mask Pro causes your crosshair to “point” in the direction 
of an enemy hit by your own Flashbangs or Concussion Grenades. 
Thisisa very useful bonus when you use either type of grenade on 
offense. With practice, you can increase your grenade kills, 


Communication also makes Tactical Mask Pro more useful, You can 
lob grenades into areas to test for enemy presence. You can then 
notify your teammates of where the hit marker indicator 

detects enemies. 


We recommend pairing Tactical Mask Pro with Flak Jacket for 
offense in objective modes where you expect to eal normal 
explosives. Or pair it with Scavenger and Concussion Grenades, 
Flashbangs, or Nova Gas to get the most out of the hit detection 
Upgrade. 


Carrying Nova Gas can let you abuse your own immunity to it. Toss 
gas to blind enemies, sprint in, and finish them off without worrying 
about gassing yourself. 











Killstreak rewards have many battlefield applications. Some are offensive, some are defensive, and 
some can be used in fandem with teammates’ Killstreak rewards for greater effectiveness, 


If you're naw to Call of Duty: Black Ops online, you might find that the higher Killstreaks feel out of reach. 
With practice, your average lifespan should Increase and your average Killstreak will climb higher. 


It's true that playing cautiously and more defensively is usually a safer route to high-end Killstreaks, 
compared to playing aggressively or going for objectives on offense. As a result, It's extremely important 
to pick a set of Killstreaks that supports your chosen role. Taking Rolling Thunder, Chopper Gunner, and 
Attack Dogs as your default setup is rarely a good idea. 


HARDLINE 
The importance of Hardline Pro when 
choosing Killstreaks can't be overstated. 

Not only does it make racking up low-end 
Killstreaks extremely easy, its ability to 
manipulate the contents of dropped packages 
is also extremely useful, 


In any build running most of its Killstreaks 
for six or less kills, we recommend using 
Hardline to amp up your Killstreak output 
per match. 


In any build running two or more “package” 
|) drops, consider taking Hardline Pro to exploit 
its drop reshuffling. 
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You can choose up to 
three Killstreaks, and 

they are set for all of your 
custom classes. 

You cannot select more 
than one Killstreak reward 
for the same number of 
kills. For example, you can 
pick only one between Spy 
Plane and RG-XD. 
Killstreaks that can kill 
enemies do not contribute 
kills toward subsequent 
Killstreaks. 

Killstreaks can be 
stockpiled, and they 
persist after death, Nothing 
prevents you from storing 
10 RC-XDs to use at the 
end of a match if you can: 
pull it off. 

The Hardline Perk reduces 
by one the kills required to 
earn any Killstreak reward. 
The SAM Turret, Gare 
Package, Sentry Gun, 

and Valkyrie Rackets 
Killstreaks all deliver 
packages to the battlefield. 
These can be shot down 
in midflight and can be 
changed by Hardline Pro 
or booby-trapped by 
Hacker Pro. 

Care Packages and 
packages changed by 
Hardline Pro have a 
greater chance of low-end 
Killstreaks and no chance 
at all of Gunship or 

Attack Dogs. 

Extremaly rarely, Care 
Packages or packages: 
resat by Hardline Pro may 
award the Death Machine 
or Grim Reaper streaks. 
To reset your Killstreaks 
once you earn your top 
reward, your character 
must die, either 
intentionally or not! 
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Suggested Killstreak Combinations 
TEAM SUPPORT 





soy Plane 


o | Counter-Spy Plane 


A ‘Sentry. Gun or Napalm Strike or Mortar 
So Rm %, Team of Attack Helicopter. 





This setup gives you constan! aerial cover, shuts off the enemy 
leam's minimap, and nuillifies their Spy Planes or Blackbirds, as well 
as a lot of Equipment. It also gives you a finishing Killstreak thal can 
be useful'in a variely of situations, 


lf you re running offense, we suggest taking Attack Helicopter, as 
you can fire and forget, letting it do its work while you do yours. 


On some maps, the Attack Helicopter can inflict serious damage 
to the enemy team. But in certain objective modes, or if the enemy 
team (8 aggressive about destroying air support, the Mortar Team 
or Napalm Sinke might be more useful to cover an objective or 
bombard an enamy position, 


Remember thal Napalm Strike is extra useful if you\or semaone on 
your team ruins Flak Jacket Pro, 


Finally, the Sentry Gun is the mos! defensive option of the four. 
lf You know you're playing defense, or the objective mode you're 
playing ts friendly to Sentry Guns, take it, Eveniif you're busy on 
offense, you can still drop the gun behind friendly lines and let a 
teammate place the Sentry while you head out, 


OBJECTIVE BOMBARDMENT 
ANY THREE OF THE FOLLOWING 


~ 
1 


“eo | RC-XD 








oo 
= Napalm Strike 
® Mortar Team 
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Valkyrie Rockets 


Sh 





Rolling Thunder 


if 





This build brings the pain to enemies covering objectives. You can 
use explosive RC cars and well-timed Napalm, Mortars, Valkyrie 
Rockels, or a carpet-bombing Rolling Thunder to deliver devastating 
sTotnletaiceieuteiniecm (ome) e)iciel(\ ots | 









Coordinate your actions with your teammates. If you call in the 
sirlkes, leammales can prepare fo blitz an objective at almost the 
exact! same time the area is hit with your explosive payload. 


If you or a teammate has Flak Jacket Pro, you can call in Napalm 
sirikes on the larget area and ignore the flames to secure an objeclive. 


Flak Jacket also protects from your own Mortar Strikes to some 
extent, bul trying lo secure an objective amidst a shell barrage isn't 
ihe safes! job, 


Ba sure that you or your teammates are in position to blitz the 
objective area just as the strikes start to !and. Coordinating this build 


is the key to success. 


EFFECTIVE BOMBARDMENT 











—— 


For Napalm Strikes, Mortar Teams, bile ir 
very important to have a Spy Plane in the ai 
call in the strike. wil 


| Knowing exactly where the greatest concen rat enem 
| players is, and where they're likely moving enables you te 
inflict the maximum damage. 


Even the RC-XD and Valkyrie Rockets bene it Me m this 
knowledge, so try to ensure that you have Ss te 
coverage before you use your bombardment 


lf you can't guarantee that a teammate will, ca 
| Plane, swap out your lowest Killstreak fee) oul 
| Plane—it's that important. wi 


PACKAGE FRENZY 


= =e ee yO see ee 


et — | SAM Turret 


i] 
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y : Care ical 


Sentry Gun 


Run this build with Hardline Pro, and you get three chances par lite 
lo accumulate packages—and you Can reset them with Hardline 
Pro's reshuffle ability. 


This gives you a chance to see the rare Death Machine and Grim 
Reaper rewards. More importantly, it gives you three chances to 
rack up anything fram. a Martar Team to-a Blackbird. 








| PACKAGE BAITING 


You can use any build running package di 
enemy team. 


Toss packages out in the open and then: set r oy t op ’ 


to cover them. Many enemies instantly go for 4 pac ge : 
they don't see anyone in plain sight. Th is can let you rac 
easy kills. 





Just be sure you can trust your teammates. { therwise, e 
may grab your bait! is 














GOING THE DISTANCE 
DK | Spy Plane | 
is Blackbird 





a ae 





Isat ye ‘ eneeps Sui ns or Attack Dogs 
“lee | ey : 


| 


The very high-end Killstraaks generally fequire some preparation 
and dedication on the battlefield to acquire. 


To secure them, we recommend running your favorite custom class 
and then taking Spy Plane and Blackbird. 


I's also helpful to make a “prep run” in which you gela Spy Plane 
or (wo first, die, and then activate the firstSpy Plane once you hit a 
ihree-kill streak. From there, work to stay alive using your Spy Plane 
coverage to reach your Blackbird. 


lf you can hit your Blackbird safely, you'll almos! always secure the 
top streak because i's such a powerful informational advantage. 


As a general rule, medium: to long-range builds have an easier time 
reaching high-end streaks than COB builds, simply because COB js 
riskier all around, 


This build also has the side benefit of aiding your team while you 
pursue your top-end Killstreak—Spy Planes and Blackbirds are 
never a bad thing. 








PACKAGE TIPS 
















The SAM Turret, Care Package, Sentry Gun ar nd Ve ikyrie 
Rockets all call ina chopper to drop a crate co He: ni 1g you 
Killstreak reward. | 


Because of this delay, we don't recommend ru ee ng an 
these streaks on offensive builds, as you ra ely ha na 
find a safe place and wait for the drop. 


In some cases, you may want to stockpile atew of these 
rewards and then drop them all quickly at the st 
or during a lull in the action. 


On most maps, it’s safest to drop the pack 
your team’s starting spawn or off in an area the 
little traffic. Qf’ 


nearby cover. 


Packages of all sorts can be picked up by yo ‘ou | ly), 

teammate (more slowly), or an enemy asa z wh y 
‘Hardline Pro can shuffle a package’s contents, ar a I: 
Pro can booby-trap them to create a bomb. 74 


In some situations, it's a good idea to drop packa 
defenders and let them take the rewards. As i g as the 
packages are used intelligently to help your team, everyone \ 
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The Spy Plane calls inan Sori reconnaissance mission 
that provides regular scanner sweeps of the battlefield. 


Each sweep updates your entire team’s minimaps with enemy 
positions, current at the time of the sweep, 


Note that enemies using the Ghost Perk do nol show up on these 
sweeps. So, don't assume you're completely safe if you don't see 
any nearby blips on your minimap, 


Remember that you can hil tha Pause Menu to see a full map of the 
battlefield. Bringing up this map just as a Spy Plane comes online 
can give you a very good sense of the enemy team’s 

overall position. 


lf multiple friendly Spy Planes come online simultaneously, the 
frequency of the scanning sweeps increases, Generally, this isn't 
a good use of Spy Planes—if ona is already online when you earn 
yours, wait until the active one falls off balore you activate il. 


Consider keeping a Spy Plane in reserve to activate when you enter 
enemy territory. 






Jen oe 


K° e. a The RO-XD ‘rants you contral ol a remote control car 
slrapped with explosives. 


When you activate it, you crouch down and man the controls. Be 
sure your meatspace body is safely tucked away while you drive 
your RC. car around the battlefield! 


You can powerslide with the RC car and use one burst of nitro 
speed to quickly feach a targel or evade enemy fire. 


Several maps feature special RC-car-only routes, all the better to 
reach objectives or flank an enemy position. 


When it’s triggered, the blast from the RC-XD Is projected 
mostly forward in front of the car, so try to aim your 
detonation appropriately. 


Enemies can shoot RC-XD. And, because it makes a very distinctive 
noise as it drives around the map, try to gat it into position and 
detonate it quickly, or you might lose your toy to an alert enemy. 


The RC-XD is ideal for clearing an objective area or tor removing a 
particularly annoying Camper from a distance. 


Slock up your RG-XDs and use them fo remove key threats rather 
than using them immediately. Remember that your character's body 
is Out of commission for the duration of the car ride, so it’s important 
thal your mobile bomb helps your team as much as you would! 












J —— cay Plane Sailr upan aerial electronic 
elciccmilenatine completely jams the enemy minimap. 
It shuts down Spy Planes and Blackbirds, and renders 
Motion Sensors useless. 


The CounterSpy Plane is an extremely poweriul Killstreak because 
players land to rely heavily on thelr minimaps. This makes the | 
Killstreak an ideal weapon to assist your team, weaken the enemy 
team, and give you cover as you move behind behind enemy lines. 


When you acquire a CounterSpy Plane, save it until you need to 
make an offensive push, The radar blocking gives you some cover 
and functions in some ways as a team-wide Suppressor upgrade: 
gunfire no longer gives the enemy a perfect fix on your location, 


RECON DENIAL 


Both the Spy Plane and the Counter-Spy Plane ¢ a nb : 
shot down. 












You can shoot down either one with regular gt inf iret ough 
this is easier with Hardened Pro, a LAW, or the e Strela ale 
SAM Turret also takes them down, 
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After a recon plane has been in the ait for a short time, it fl 
away. If you don’t kill it in that time, you lose thea ne ab lity t 
remove it from the skies. 


< 


If you're running an AR or LMG with 4 0, make 


weaken your ondkay 5 recon nattetts giving y | is ur tee am a 
marked advantage. 





_ grants you a plaveable SAM Turret, 


This turret fires atany enemy dir support and provides Killstreak 
nullification of the Spy Plane. CounterSpy Plane, Attack Helicopter, 
Chopper Gunner, Gunship, and potentially all four package drop 
streaks: Sam Turret, Care Package, Sentry Gun, and Valkyrie Rockets. 


Not bad for a four-kill Killstreak! 


There are a few caveats. First, the SAM Turret does havea line of 
sight, You have to'place i in a position where it can fire up al the 
Sky, cleanly, and covering the enlite’map is usually impossible with a 
single turret. | 


second, an enemy can easily destroy the turrat, sither upclose 
with a single Knife swing of Hacker Pro, or al a distance by simply 
shooting It, | 


You can pick up and move your SAM Turret. Feel {ree to do so if 


you oa eflemy alr support that needs repositioning to tarcel 
Ae x 
Cs 


Me . “ 


a Al 


° 
wilde. 









vil Trcrereccieee ina “<rop that “ape a random 
Killsireak, This Is the only way to get the Grim Reaper or 
Death Machine if you aren't running Hardline Pro. 





A Care Package can contain any Killstreak except the very high-end 
streaks. Also, they have a greater percentage chance of awarding 
low-end Killstreaks, You never know what you'll get! 


We don't actually recommend running Care Package in most 
Killstreak loadouts. It's usually a better idea to run in focsed 
Killstreak setup thal accomplishes a specific goa i i 
ii \" l\ 
Gare Packages are fun and can occasionally reward you with a 
higher Killstreak, but the odds are weighted against that, 
Plus, a random reward doesn’t always fit into any particular 
Killstreak strategy, 


The one exception to this rule is if you're running Hardline Pro. 
in this case, the Care Package arrives at four kills and gives you 
another shot at reshuffling your reward. 


THE GRIM REAPER AND THE DEATH uate 


Two very special rewards show t 
Packages or in packages ret 



















rocket launcher and th Shen 
Death Machine minigun. Pe 





_ These babies last until : you ru 

ammunition or die. Be ae overed br 
teammates and outside enemy territory t ietore yo y activat 
these rare rewards! | 





Wee 2s. 
Both weapons are extremely powerful, bu ut yo u're stil 


vulnerable, and you immediately become a ih hit 
target. Save these weapons until you he ave ae 
chance of dealing mayhem and destru ctic 
communicate with your team! 


‘ 


If you're actively hunting these Killstreaks 
Package Frenzy setup with Hardline Pro gives 
chance of seeing one in a match. 


5 — 
= | = 
ss el me 


*: 
ty 
4 


| !f you really want the best chance, bring 
running the same build and litter the be 
until your reward shows up! ’ 





aimed in ie direction ou choose. 


The strike delivers a burning payload of Napalm, incinerating 
anyone within ihe target zone and killing anyone foolish enough to 
walk into the flames alter the strike lands. 


Napalm is ideal for covering objective areas, but It’s otherwise less 
useful for racking up kills, Even wilh a Spy Plane active, it's difficult 
to catch most of the enemy team in the open for any length of time. 


Napalm is best used for covering objectives or for blocking off a 
specific chokepoint or route on the map. 


Remember that Flak Jackel Pro provides immunity to fire damage, 
50 |t's possiblé either to exploit this or be denied a kill depending on 
the situation. 






\ SENTR: 


fi — un caus a package by helicopter containing 
as Mell shiny new turret. 





This turret can be placed anywhere on the map and automatically 
attacks any enemy that moves within its frontal arc of fire. 


The Sentry Gun is very lethal and kills anyone exposed in the open, 
Bul it does nol track perfectly and multiple targets can overwhelm it. 
It can also fail'to killa targel that gets behind hard cover 

quickly enough. 


The Sentry is alsa vulnerable to attacks from the rear, enemies with 
Ghost Pro or Hacker Pro, explosives, and atlacks from Hardened 
Pro bullets. Furthermore, a single melee strike takes it down. The 
sentry Gun also eventually deactivates on ils own. 


Nevertheless, the Sentry can siill be extremely powerful if i's placed 
carefully. It's very useful for covering objectives, and it can block 

off a route through a map. Used carefully, you can herd the enemy. 
team down an alternate route, 


Multiple Sentry Guns set up simultaneously are even more effective, 
especially if they're arranged to naturally cover each other. Look 

for high ground that has a good line of sight, long narrow corridors 
of alleyways, or open areas with a clear view to an objective. Avoid 
placing it in an area that has multiple routes in and out or in the 
open with its rear arc exposed, 


You can use C4 or Claymores lo help protect your turret. Place 
these defenses nearby to punish anyone who goes alter your turret 
from its vulnerable rear are: 
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SS 
The Mortar Team allows: you to call in three precision 
* artillery barrages on any three points on the map. ..or 

all thres in one location. Each barrage drops two powerful 
explosive shells that kill anyone near the blast area. 


The Mortar Team is vary useful for ramoving or suppressing 
defenders long enough to get into position lo secure an objective. 


Using Mortar Strikes to take down mobile enemy forces is more 
difficull, even wilh a Spy Plane active. Because of the artillery 
barrage’s delay, hitting most of the enemy team is difficult. 


Much like the Napalm Strike, 
you can pound the enemy 
leam il you save a Mortar 
Team for the start of a new 
round and drap the strikes 
on the most likely path oul of 
their Spawn area, 









| The: AtaeR Rereanier Killstreak ‘falls ie fiendly 
Meliisels (i that automatically palrals the battletiald, 
shooting down enemy infantry. 


You can choose the Attack Helicopter’s initial placement on the 
battlefield. Position it to cover a key objective, or use a Spy Plane to 
have it cover the anamy team’s location. 


Left unchecked, the Attack Helicopter is very dangerous. |! an 
enemy Attack Helicopter arrives on the battlefield, remove it as 
quickly as possible, 


This chopper is a very Useful streak, as il provides effective alr 
support, allowing you to continue fighting on the ground without 


worrying about the choppar doing its job. 


AIRSPACE FULL 








be active ata a time. if an enemy chopper is taki ene i 
| airspace, shoot it down and replace it with pany 


| Vauayne Rockets BES via pipaelace drop, so be sure 
to find a sate place to deliver these—you don't want 

them falling into enemy hands. Once acquired, using this 
streak puts the actual Valkyrie launcher in your hands, a specialized 
missile launcher thal can fire two fully quided warheads. 


You can control the missiles in iene and the explosion they make 
on impact is very large. Fire the missile [rom a safe area and quide 
it to your chosen Impact zone, or lise a Spy Plane to find the largest 
concentration of enemy forces and go fora massive multi-kill. 


To ensure you dont smack the missile into nearby terrain, try to find 
a launch :site that lets you fire [he missile vertically, and then guide it 
back down onto the battlefield. 

















It's possible to guide ihe missiles into narrow doorways or windows 
and. detonate them Inside buildings, which can be especially 
devastating if you catch multiple enemies indoors. 


If you're playing an objective mode and you'get your hands on this 
launcher, don’t fire both missiles immadiately—wait to use them unt 
ihey're needed mosti, 


You can manually detonate Valkyrie Rockets early; they don't need 
to impact to explode. Try air-bursting a Valkytie over an enemy 
position or in the center of a room. 






/ The: aaa aclvalee a Super: aevered spy plane sweep 
4 that provides constant, realtime location and direction 

indicators of all enemy forces on the battlefield, Only enemies 
using Ghost Pro fail to show up on your entire team’s minimap. 





The Blackbird is an extremely powerful Killstreak that can tip the 
entire battle in your team’s favor while it’s active, 


The Blackbird, unlike the Spy sale |pl=muers(atale\q@elcieia(e) ie (a\) a lelaiers. 
active. The anly way to disable itis with a Counter-Spy Plane or 
indirectly with a Jammer, Ifthe enemy unleashes a Counter-Spy 
Plane, make shooting it out of the sky your immediate priority, 
whatever weapon you're using, 


Having an active Blackbird can enable your team to rack up high- 
end Killstreaks quickly in. addition to the averwhelmina informational 
advantage |t provides. 


Apart from unchecked Ailack Dogs, a Chopper Gunner, or the 
Gunship, few other Killstreaks can deal as much damage to an 
enemy team as the Blackbird. 






; Rolling Thunder aneine massive carpet: bombing run 
from a B-52 bomber. 





This total-saturation bombing run covers a map from one end to 
another. Placed carefully, you can lay down a crushing no man’s 
land across an objective and everything nearby, 


Wail to use 
Rolling Thunder 
Until just aftara 
Spy Plane comes 
online. Check 
your Pause Menu 
map to verify 
enemy positions, 
and then call in 
lhe bombing run, 





In objective modes, coordinate Falling Thunder with your teammates. 
Allow them to get into position, and let (ham Know just before you call 
in the sinke, so they can capitalize on the damage it delivers. 











“ Boe aot 
oe the chopper llies a circular path around the entire map. 





From the alr, you can fire infinite explosive minigun rounds on the 
helpless targets below you. If the enemy doesn’! take out your ride 
quickly, you can inflict devastating casualties on their entire team. 


Bacatise the Chopper Gunner's roule is automatic, there may be 
moments when you can [fire on tha enemy due to the helicapler's 
position, Haw often this happens depends on the map and the 
enemies’ locations. 


You can expect enemy forces to scurry for hard covey as soon as 
you unleash the Chopper Gunner. Alert your teammates when you 
trigger the Gunner, and call oul the locations of enemy forces that 
you can't larget—the detial réeon can be almost as lethal as the 
minigun you wield. 


Enamy troops are highlighted by red targeting boxes, though 
anyone with Ghost Pro is not highlighted. You only need te hit 
enemies’ approximate lacations to kill them, so {eal {ree to fire 
through windows of doorways to nail targets thal are just out of 
sight. Exploit the Chopper Gunner's movement to gel new firing 
anglas, taking down enemies who think they're safe in cover. 


p DEALING WITH AIR POWER 









The Attack Helicopter, Chopper cur 
} all dangerous. You should never allo 
them on the battlefield for any lengt 
the latter two. 


‘hostile attack on ‘the choppers is ae op it you in helr 
sights very quickly. 
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Plus, trading one death for the crostalie nt 
you just ruined by shooting down his 4 1K Ki 
| always rewarding... 


i )} —— youron a misaieateee minigun as 


Bs ir) ae a 






ane cme eer i a mie of ‘jeans canines that 
St continuously pours the edges of the map and attacks 
any enemy forces. 






Enemy fire can kill the dogs, but because so many arrive on the 
fiaid, defending yoursell from a dog strike [s difficult at best. 


Only targets with Ghost Pro remain untouched by the dogs. So, if 
you find yourself the victim of an enemy dog attack and you have 
access to Ghost Pro, quickly switch to a class thal uses it and go 
hunting. Enemies who think they're safe with the dogs in the flald 
make good targels. 


Attack Dogs usually make your enemies try to hole up in areas with 
elevation or limited approach routes so \hey can shoot the dogs. Be 
ready for some urban hunting when you call in your own dogs. 


When friendly Attack Dogs are aclive, you can almost always freely 
secure objectives. If you acquire the dogs al the end of a round in 
an objeclive mode, save them for the next round to gelan easy win, 






‘lstreak auto y val on the controls 
“ of your very ‘own Altack Helicopter. 


You have full control over ihe chopper—you can fly itaround the 
lavel and: ute: is miniguns and rockets with abandon. 

Enemy faroels on the ground aré highlighted ihe same way as they 
are in the Chopper Gunner. And again, only foes with Ghost Pro 
remain invisible, 


As wilh Chopper Gunner, use your allilude and enemy marking to 
call out entrenched targets so your teammates can flush them oul 
lor you. 


The Gunship has the potential to rack up massive kill totals if your 
enemies don'l take action. i! you wind up parked over an open 


‘enemy spawn position, they are in tor a world of hurt, 


Il you hear an enemy Gunship hitting the field, immediately suicide 


and switch to a class with a Strela-3, or use other anti-aif options. 


Naver, evar let an enemy Gunship reign unopposed, or your team 
will pay for it. 


An untouched Gunship usually ends the mate in an FFA or TOM 
‘salting, and it usually results jn the loss of alt objectives | in any mode 
that features ther: 
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These map briefings give you an overview of the major features and terrain on each of the 14 
multiplayer maps in Gall of Duty: Black Ops. 


It's very important to remember that the game mode you select for a map dictates the level's flow. 
High-traffic hotspots in Team Deathmatch may see little or no significant conflict in a Capture the 
Flag or Domination match. 


We've included route maps to highlight a few primary travel pathways in Capture the Flag, 
Demolition, Domination, Sabotage, and Search & Destroy. Generally, you can expect to see enemy 
(and friendly) movement along these routes, as well as a good amount of fighting. Of course, each 
match will have its own personality, so consider the high-traffic paths marked on the following 
maps to be flexible, 


if you need to avoid combat for one reason or another, staying off the hot routes is a good idea. 
Finding a good location to cover an objective is usually a matter of finding a spot with sight lines to 
both the objective and at least one hot route that sees a lot of traffic. 


Conversely, if you want to hit an objective on offense, you can often find a Safer route by avoiding 
the most obvious pathways to the objective. Coupled with a proper custom class, this approach can 
often inflict more damage than making a faster but more exposed assault, 


When you want to drop a package on the level, areas away from routes and preferably near or 
behind your friendly spawn area are the safest places to use. This also applies if you seek a hidey- 
hole to use a guided Killstreak of any sort. 


in Free for All, Team Deathmatch, and, to some extent, Wager Matches, it’s easy to see the hotspots 
in-game by viewing the heatmaps of matches you've played. In most cases, they're exactly what 
you'd expect. Centrally located areas with many routes for ingress and egress are usually the 
hottest zones. 


Surviving in the preceding modes is a matter of skirting hot zones to find targets. Avoid traveling 
through them as much as possible to limit your exposure to unfriendly eyes. | 


Headquarters is distinct among all objective modes in terms of flow; combat hotspots and routes 
change dynamically as the Headquarters moves around the map, See the Modes chapter to learn 
more about the implications of this. 


Take the time to look over the HO locations marked on the maps. After you spend some time playing, 
you should get a better feel for good routes to approach the HQ safely, cover the HO, or cut off the 
enemy team. 


On any map, good, solid Call of Duly play is always important. Stay behind cover, move quickly from 
cover to cover, don't sprint around blind corners, and be alert around doorways and windows. 


Communicate with your teammates and learn the maps. By using the alpha-numeric coordinates 
on the map (these match up identically with the in-qame minimap), you can quickly call out enemy 
positions and movement. A well-coordinated team that communicates is very tough to beat. 
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Array is a large, snowy level set around 
a huge communication array station 
in the center. 


The bulk of this level's conflict occurs in 
and around the communication array. The 
inner structure has sight lines to most areas 
outside, allowing any gunner inside to take 
out enemies in the open. 


When you traverse the outer “ring,” it's 
important to use the available cover to 
protect you from multiple sight lines. If 
you're careful and you move fast from cover 
to cover, you should have little to worry 
about from enemies inside the array. Keep 
your focus on external threats. Just be 
aware if someone in the array targets you— 
don't make yourself an easy target. 


The level’s northwest attracts action 
because it's an open area that the center 
structure's windows can cover. Several 
pathways and spawn points intersect 

in the area. 


Be cautious about hiding out in the 
northwest. There aren't a lot of great places 
to hide. Because this area acts as a highway 
for conflict just outside the array, it's 
usually not a safe place in which to fight for 
any length of time. 


Medium to long-range combat reigns 
supreme here, so bring your Assault Rifle or 
sniper Rifle. You can make good use of an 
LVIG, but the movement penalty is rough. 
Take Marathon to let you get around the 
map if you're insistent on using an LMG. 


If you want to force shorter-range 
engagement, bring an SMG and go for the 
array itself. Don't bring a Shotgun because 
there’s too much ranged combat and few 
areas where you can continually fight in 
close quarters. 
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This class has you fully outfitted with everything 
you need to be the best sniper you can be. 
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KILLSTREAKS 


Put on your snowy best and cover long-range and 
close-quarters engagements with this class. 
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CRACKED a 
Terrain Urban 
Key Features &ombed-out central “hill” area; many damaged rooms and buildings. 

Map Size Medium 

Map Profile Intense building-to-building COB. Many windows and doorways; dangerously exposed open streets. 
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The bombed-out and ruined center of the map is a constant hotspot. Avoid moving through here whenever possible. 


The far southeast bullding has a window that provides sight lines all the way up toward B4, which is useful it you're using a strong 
long-range weapon. 


This cracked building provides coverage of the western corridor up toward C2. However, be wary of your exposure to the east toward D3. 
The two buildings at G3 and C4 are conveniently connected, Moving around in them provides plenty of cover and sight lines through the center 
and east of the map. 


This bullding is the only structure on the map’s northwest that has a window looking south, Use It with caution, because anyone in the center of 
the level can easily spot you and shoot through the thin wall. 
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Cracked is a small urban warfare map, 
the bombed-out remains of a riverfront 
Vietnamese city. 


Cracked demands good situational 
awareness, Use caution when you set up for 
camping, or employ rapid movement and 
aggression to cover ground and take down 
your targets. 


We recommend either running a COB build 
with a Shotgun or SMG, or a build designed 
for medium-range combat with an AR or 
LG, You can use sniping on this map, but 
few locations are completely safe from 
being flanked. Getting a good sight line over 
the entire level is impossible. 


lf you're going for COB, use defensive and 
stealthy gear choices. You need to cross 
open streets and alleyways likely to be 
covered by campers in various buildings 
with longer-range weaponry. 


If you can get behind the enemy position, 
you can deal a lot of damage with a COB 
setup. This is especially true if you're 
running a silencer and opponents don't pick 
up on your presence until it's much too late. 


For medium-range combat, consider 
camping to cover the alleys and streets. 
Many buildings with windows overlook 
various parts of the map. Because you can't 
cover all possible approaches, either work 
solo and bring equipment to cover your own 
tail, of communicate with your teammates 
to block routes from the enemy spawn to 
your position. 


You become very vulnerable to long-range 
retaliation or an explosive lobbed through 
the window if you hang out for too long. Try 
one spot, grab a few Kills, and then move 
to another position. At the very least, try 
another angle on the same area. 
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This powerful combo keeps you stocked with 
ammo to spray through this map’s many walls A 
with deadly results, 
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Use this class to run-and-gun your way through 
the many buildings with plenty of rounds to spare. 
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>) This point encompasses two areas: a lower missile storage facility and an upper overwatch area that covers both the beach approach and the 
map's southern area, connected to D3. The lower missile base is connected to both halves of the map as well, but we don't recommend traveling 
through it 


There are many possible routes through the beach area, making it an extremely dangerous area to cover, You can use a ladder to climb a 
boulder on the western part of the beach, giving you a decent elevated position. Otherwise, we recommend moving swiftly through this area. 


The southeast open area is at a meeting point between several routes to the map's south. As a result, it's often a hotspot for conflict. If you're 
traveling through this position, move quickly. 

This bitiiding provides elevation, good sight lines, and multiple egress points if you're overwhelmed, including a route to the upper area, Try to 
lock down this point building to dominate the map’s southern half. 


This sniper tower has excellent sight lines over the map’s southern part, but it’s dangerously exposed. You can safely drop off the perch by 
mantling over the edge and dropping onto the vehicles to the west, southeast, or the stone post to the south. We recommend the southeast drop 
point, as it has the least exposure to the center area, 
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Crisis is a Cuban missile base featuring a 
range of terrain to over which to fight. In the 
north, a beachhead populated by several 
troop transports provides a wide-open 
firefighting arena with some coastal rocks 
as Cover. 


In the center of the map, an underground 
missile bunker provides a route between the 
north and south, or you can move over the 
top of it on the hill itseif. 


In the map’s south, several old and partially 
ruined buildings offer a mix of GOB and 
midrange outdoor fighting. 


Crisis is a flexible map for loadouts. The 
mode you're playing dictates what you 
choose. Almost any weapon setup can be 
effective depending on where you spend the 
bulk of your time fighting. 


Because this is a multi-area, multi-terrain 
map, the multitasking Assault Rifle is 
always a safe choice, especially if you 
don't want to specialize into short or 
long-range combat. 


In most modes, we don’t recommend 
hanging around on the beach if you can 
avoid it. You're simply too exposed to long- 
range fire. Set up shop in the south of the 
map, preferably in the building connected 
to the hilltop. This gives you good access to 
much of the level, and plenty of 

cover on demand. 


When moving around the map, try to avoid 
passing through the lower missile base 
area, unless you're packing a COB build and 
you can take advantage of the dark, 

close combat. 
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Stay off the radar with this loadout while you pick 1 2 3 4 e 
off enemies that light up in your IR scope. 





=) 1) ee 


PRIMARY Sapa es" 
stcounany = CANN é , 





ATTACHMENTS Buineser Supiasdar me, 


LETHAL/TACTICAL/ . = é 
ee Hi LAUT i 


EQUIPHENT epg mt 


KILL STREAKS ea Mtg ffi aUrike Fad * S 





Use this class to hide in the level's many dark ) 
areas and neutralize enemies in silence. | 
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FIRING RANGE 


Terrain 





Urban military training grounds 


Key Features Multiple faux buildings and target dummy silhouettes. 
Map Size Small 
Map Profile CQB firing range; mix of urban structures and narrow pathways. 





1 a 3 A = 


This Sniper perch has good visibility over the center of the map. Be wary of Incoming grenades or high-powered rifles shooting through the 


e flimsy walls. 


| ‘This area tends to see a lot of conflict; be cautious about traveling straight through in the open. 


From the lower part of the range, you can travel to the upper-western half via three routes: north, center, or south. You can cover all three i 
routes. Communicate with your teammates to find the safest path, or bring gear to force one. 


You can climb up and into this building from three directions: south over a training target, in the building up a set of stairs, or from the north by 
climbing onto some sandbags or rocks. 


| The C3 building provides elevation and good coverage of muitiple areas, but it lacks great defensive cover. Exploit the building's virtues, but be 





ready to bail out if you come under heavy fire. 
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Firing Range is a small combat 
training ground, 


Despite its small size, Firing Range has a 
lot of cover and plenty of interesting mini 
combat areas. 


This map is ideal for SMGs, and Shotauns 
can do reasonably well. AR and LG usage 
requires that you pick your fights carefully 
at a distance. This also applies to the Sniper 
Rifle, which can be better than you'd expect 
here, due to the long sightlines on the three 
east/west routes through the map. 


There is a lot of cover, as well as multiple 
buildings with many entry and exit routes, 
This makes Firing Range a great map if 
you have good situational awareness and 
movement skills. It can be a nightmare 

if you aren't careful because you can get 
flanked easily. 


When combat isn’t channeled by an 
objective, most of the conflict concentrates 
around the central C2 grid area. Spend 
some time moving around these buildings 
and learning where you can climb, jump, or 
mantle to get around, 


lf you're traveling through the map east/ 
west in an objective mode, note that there 
are only three possible channels through the 
level. Either pick your path carefully or bring 
gear to help force an entrance, Stealth won't 
work. Smoke, Flashbangs, explosives, and 
the Jammer can all help break through. 
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a DEMOLITION 

Gear up with this class and shred the plywood 1 2 4 4 5 
walls that populate this map. Use the supplied 

“stickable" explosives to dig enemies out of 

their tents. A 
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Use the Camera Spike as your wingman with 
this class. Ice enemies from a distance with your 
variable-scoped assault rifle. 
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Terrain Arctic Urban Base 
Key Features Two large, centrally located structures; open, snowy field in the east. 
Map Size Small 

‘Map Profile Mix of interior GOB and mid-range, open fighting. 
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The center of Grid is not a safe area. Avoid running through here if possible. 


It's possible to mantle onto this thin wall from the north. Then you can jump into the window to the east to get into the D3 building quickly. 


| You can get into this window by mantling up from the ground level and jumping over, or by jumping across from the small building 
to the southwest. 





This open field offers limited visual cover from trees and brush, but no hard cover. You may want to use it as an airdrop point. 





This building is littered with RC-XD tunnels. If you're an RC enthusiast, go hunting in here, An extra tunnel leads into the creek from C3 to D4, 
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Grid is a small arctic level with a pair of SEARCH & DESTROY 

multi-level office buildings facing each rl 2 el Pg ri 5 
other. There are two other conflict zones: 7 
one to the west in front of a pair of concrete 
bunkers, and another to the east in A 
an open field. 





This is a relatively simple level. Much of the 
combat takes place in the center of the level 
and in the two buildings, as both teams 
struggle to dominate the elevated 

sight lines. 


Simply by choosing where to fight, you 

can play this map effectively with either a 
COB or a medium-range build. lf you want 
to dominate the structures, fake your COB 
loadout. If you want to stay out in the open 
and pick off targets at a distance, go for one 
of your medium-range (or longer) setups. 


Combat flow on this map depends heavily 

on the game mode you play. Because of 

the size, objectives change where the 

fighting focuses. Match your build with your 
preferred role and the objectives you need E 
io tackle. 








This is one of several maps that have 

special RC-XD tunnels, You can use them 

to drive your remote bomb while avoiding - 

enemy attempts to shoot it, Tunnels run DOMINATION 

through the northern building, and one runs { 2 a 4 S 
through the southern building's lower level. 


If you're going for a COB setup, either bring A 
along a cooperative teammate fo watch your 
back or bring equipment to do the job for 
you, Both structures have too many roules 
in and out to cover by yourself. You can 
enter the north building from the ground 


8 
level, or you can jump into it from the truck 
in the center. 
The southern structure has ground-level 
entrances, and two different jumps from the 
C 


west and southwest can get you onto the 
second level quickly. 





For longer-range combat, you're somewhat 

safer behind cover on the map’s west half. 

There is very little hard cover on the field ) 
to the east, and it has very poor sight lines 

to the center of the map. Generally, you 

only want to be out there in a few specific 
objective modes, unless you're dropping 

a package or using it to traverse the map E 
away from the central field, 
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This quiet sniper class can keep you popping heads 1 2 3 4 5 
from a distance or shredding bodies up close. 
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Dig in and snipe from a distance with the gear in 
this class. Use the Viotion Sensor to get the drop 
on enemies closing in on you. 
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VARIANT 


Terrain Urban 
| Key Features Open courtyards surrounded by long, narrow buildings. 
Map Size Large 
Map Profile Mixed mid- and long-range combat. Limited possibility of COB in buildings. 











j | You can climb into the propaganda movie room from the execution grounds just north of this point. This is one of two second-floor rooms that 
m2 offer good overwatch on multiple parts of the map. 





BD This passage provides quick access between the inner and outer northeast areas, as well as a ladder leading up to the execution room at C4. 


| 3 | This execution room overlooks the planter in the center of the map, as well as another way in or out of the map’s outer ring. 
—- 


This building has two windows. You can exit one onto a rooftop, which provides good overwatch for the outer southeast ring area. 


Bl | 


| 5 | This building has two doors and windows on each of its two levels, giving you decent sight lines on the western outer ring area. | 
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Hanoi is a prison complex consisting of two | 
inner courtyards surrounded by a perimeter * | 
of long, narrow buildings. rt | 
1 ) 
You can use a larger outer ring around the i 
| ; 


map for stealthy travel. This area typically 
doesn't see as much action as the buildings D 
or center courtyards. 


Hanoi has very unusual flow in all modes. 

Despite open buildings wrapping around the 
map's center, many buildings have limited c 
access, and some have no access at all. 

Some have two floors, while others have 
only one, | 





As a result, combat tends to be broken up , | 
into discrete firefights that move around the COIMINATION ,} 

level. Where they move depends on where 1 2 | E| 4 5 hel 
people spot the action and where objectives | a 


force players to go. 


A pair of two-story buildings is in the central 
prison ring: one to the east and one to the 
southwest. Try to control these structures. 
Two-story buildings are also to the west 

and southeast on the outer ring, but your b3 
problem here is player traffic. Generally, 

they're useful only on certain objective 

modes in which you're sure to see enemies 

cross your line of sight. 


—_— 








Whenever you can, avoid moving through 
the center courtyards, There are many ways 
in and out of them, they see a lot of traffic, 
and they offer almost no cover. If you move 
through them, watch enemy positions and 
keep friendly support nearby, or make sure D 
you use a good stealth setup. 





You can use the streets outside the prison to 

travel more safely from point to point. Try to 

hug the walls and any available cover, and E 
avoid running into the middle of the streets. 
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Light ‘em up with this high-caliber, fiery kit 1 2 
complete with explosive-tipped crossbow! 


SAVIOR 
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save your buddies and eliminate the enemy with 
extreme prejudice. This class can help you clean 
up the mess in Hanoi. 
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Terrain Urban Toa a me | 
Key Features A broad city street marks the center path through the entire map. y 
Map Size Medium 


Map Profile 





Havana’s central street is a very bad place to be. Avoid it whenever you can. 
Both this building and the opposing one at E3 are very similar. They have excellent sight lines up the central street, but they're vulnerable to 
snipers and flanking attacks. 


Multiple routes lead in and out of this two-story hotel. Exploit its flexibility to mix up your path through the structure and to escape if you come 
under attack. 


This hotel has two floors, buta less complex rear area, Therefore, evading pursuit is somewhat more difficult here than it is at the buildings 
across the street. ned | ay 


| The rear alleys are a great way to travel north/south while avoiding the central street. 
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Havana is an S-shaped street flanked by 
multiple small buildings. Plenty of cars and 
galleries offer limited cover on the main 
street. Back alleys and buildings provide 
safer travel north and south. 


Much of Havana’s combat takes place either 
at a distance on the main street or on the 
buildings to either side—a mix of hotels, 
restaurants, and residential structures, 


Take your COB builds up the east or west 
sides, or cover the street from the northeast 
or southwest using a long-range setup. 


Depending on the mode, you're usually 
confined to one end of the street with your 
team. If you manage to push up to midfield, 
you may be able to use the balconies on the 
central street's east and west. Otherwise, 
avoid them because you're dangerously 
exposed from the front and rear. 


The street itself is a no man’s land. Avoid being 
out in the open on it unless you have a very 
good idea of exactly where the enemy feam 
and your teammates are, Too many people can 
watch the street from too many locations to 
make navigating ita safe proposition, 


The street's southwest and northeast ends are 
often objective targets, but you can also use 
them to catch a breather and drop off a package. 


The two buildings at the north and south ends 
are ideal for LIMGs, Sniper Rifles, or scoped 
ARs. They are also very obvious camping 
spots, so be ready for long-ranged retaliation 
if you set up shop inside one of them. 


Of the two side paths, ithe east is more 
straightforward, with only a single two- 
level hotel providing passage. The west is a 
maze of buildings with a lot more crossover, 
making it ideal for sneaking through if you 
have the right loadout. 
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Blast second-story rooms and scope down 
the long streets with this class. Switch to the 
undersiung shotgun for clearing this map’s 
many rooms. 


PORK CHOP 


PRIMARY) 


seconpany “OP ee 
ATTACHMENTS Chal Wield 
LETHALTACTICAL/ TomahavkiNava Gast! renee 7 


| EQUIPMENT 


PERK 4 Ruin 
PERK? iar thesact 
PEAN 3 eee Cie * 


KILLSTREAKE | RE-xVAbeniiy Gun/Attack (doers 4 





Clean up the streets with this devastating class. 
Clear rooms with the shotguns and streets with 
the RPG! 
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JUNGLE 


Terrain Jungle 
Key Features Shallow creek winding through the center of the map; bombed-out village. 
Map Size Small 

‘Map Profile Mixed high/low elevation and mid-range combat. 
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The lower central river is the danger zone on this map. Stay out of it and stay alive. 


The ruins area has (jood cover and multiple paths through it. It acts as the meeting point between the river and the southern village. 


fe) The village exits north to the ruins and east out to the rice paddy fields. There isn't a lot of great cover here, so be careful about trying to set | 
' Up Camp. 
| This sniper perch has decent visibility, but it's also an extremely obvious camping spot. Hop up for a few kills, but don’t stay too long, or you can 
expect unfriendly explosives at your feet. 


| This small bunker has good connectivity to other areas of the level, but it isn’t a great place to hang out. Move through quickly, pick your 
destination, and keep moving. 
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Jungle is a small, intense, medium-range 
map with good connectivity and many 
blocked sight lines that prevent easy cross- 
map sniping. 


Assault Rifles work very well here, though 
you can dip up or down a range band and 
use SMGs or LMGs effectively. Both extreme 
weapons, Snipers and Shotguns, are harder 
to use, though they can be effective if you 
pay careful attention to where you engage 
the enemy. 


Jungle is divided into a few areas by ruins, 
boulders, and overgrown foliage. A blasted- 
out village sits beside an ancient set of ruins 
to the southwest. A makeshift sandbag 
bunker sits atop a hill in the northeast. Two 
small bridges pass over a shallow creekbed 
that winds through the center of the map. 
Finally, a dangerously open bombed- 

out area sits beside rice paddies to the 
southeast. 


Oh, and don’t walk in the fields, or a land 
mine could blow you to bits. 


Because the map is chopped into many 
discrete sections, pay attention to the 
connections between the different areas. 
Always have a teammate (or some 
equipment) watching your back, as it's 
difficult to cover all the approaches alone, 


The central area connects to all parts of 
the map, but it's also the most exposed. 
Try to minimize your time spent in the open 
near mid-field. Moving around the map's 
outer edges usually lets you concentrate on 
what's ahead of you rather than what’s off 
to your sides and rear. 


Spend some time getting familiar with 
each chunk of the map. Each one has 
distinct sight lines and approaches you 
need to learn. 


Mobility is important on this level, because a 
whole team can push out to several different 
directions from the map's east or west 
sides, Be prepared to shift your position 
constantly to respond. 
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KILLSTREAKS. 


DEMEILITIELIN 
This class feeds your need to succeed in the ; 3 = i. " 


jungle—plenty of ways to set up traps and send 
the enemy running from fire and dogs! 
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Take this class for the ultimate in jungle warfare. 7 f 
Find a nice high point, drop a Tactical Insertion, 
and fire away. 
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Terrain Urban military compound ee = ee . | 
Key Features Massive Soviet rocket in the center of the map. 
Map Size Large 
‘Map Profile 
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Launch’s center area is a hotspot. Limit your exposure as much as possible when you move through here, Try to avoid fighting on the platform's 
raised center portion, 


The western portion features multiple routes to the center. A single route leads to the lower missile launch area in the north. 


The east is essentially a mirror of the level's western portion. It hosts the same multi-route access to the middle of the map and a single route 
leading to the missile launch pad in the north. 


The missile iaunch area |s important, as it can be accessed from the east, west, and from above. 
These outer girders look unsafe, and they are, but you can jump out onto them, both to run between the eastern and western launch towers and 


to get a good sight line on the map’s eastern or western edge. Just be aware that you have no cover, and you're vulnerable on the 
narrow beams. 
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Launch takes place on an impressive 
battlefield—a Soviet launch facility with 
a missile on the pad preparing to lift off. 
At the end of a match, the missile actually 
takes off! Make sure you aren't 
underneath it... 


Launch consists of a large central section 
with a lower area beneath the rocket to the 
north, and two roughly similar areas to the 
east and west. 


Multiple routes from the center lead to 
either the east or west. A few routes lead 
up and down to the area below the missile 
in the north. You can drop down into the 
launch room from abave, follow stairs down 
from either launch tower, or descend the 
ramps from the map's east or west sides. 


Most combat takes place at medium range, 
making Assault Rifles prime weapons. The 
distance between the sides is lengthy, but 
the raised central platform blocks the sight 
line, and the machinery further obscures 
the view. 


lf you're dead set on using an SMG, you can 
force close-quarters encounters if you lurk 
around the entrances to the center of the 
map. We don't recommend using a Shotgun 
in most cases here. Sniper Rifles can work 
very well in objective modes, covering the 
various approaches to either side of the 
map, and the center from north to south. 


In general, the map's center isn't as sate 
as either side or even the north. Because it 
serves as the map's connective center, it 
gets a lot of traffic, and there are no areas 
to hide. 
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Use the rapid-fire UZ! against enemies rounding 
this map’s many corners. Unleash the Python/ 
ACOG combo for longer shots. 
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Gas your enemies and stick ‘em with C4 

when you run this class. The Nova Gas grenade 
gives you a hit marker every time the gas 

hurts someone. 
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NUKETOWN 


Terrain Urban 

Key Features Fake houses, 

Map Size Very small 

Map Profile Intense COB and short- to medium-range firefights. 
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| D As you might expect, the center of Nuketown is a killing field. There's a decent amount of cover, but its location makes it a high-risk area to 
c= =6traverse. 


B The buildings on the map's south and north ends are useful for the elevation and cover they can provide, but be ready to defend yourself from 
breaching enemy forces and explosives. 


Bp The backyards are open firefight areas, but be very careful about moving through them. 
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Nuketown is a tiny map withnosafeplaees SEARCH & DESTROY 
to camp. Bring your best COB builds, stay 1 Se VE es C alhe 5 




















































alert, and keep moving, 


This level is a fake American suburb out on A 
a nuclear test field. At the end of the match, 

an atomic explosion in the distance 

levels everything! 


Explosives are particularly nasty on this 


‘ =) 
map. Because there is such a small area to 
traverse, they can inflict heavy casualties 
in either building or in the narrow pathways 
through the level's center. 

Cc 


Oddly, LViGs can be surprisingly nasty on 
this map, simply because you're so likely 
to encounter multiple enemies in close 
proximity to each other, The LMGs' large 
magazine sizes can help you take down 
many consecutive targets. LIMGs can also 0G 
pierce the limited cover, There aren't many 

places for your targets to hide once you 

have a bead on them, 











Otherwise, we recommend running SMGs c 
in particular, but Shotguns or Assault Rifles 

also work quite well. It’s possible to snip, 

but we don't recommend it unless you're 

looking for a challenge. 


Both of the buildings on this level are DOMINATION 


deathtraps. If you want to clean house, 1 z | 4 | s 
bring a Shotgun and some explosives, and , 
sweep through the building. Then get out 

and keep moving until it's repopulated by A 
more targets to hunt. 


This map offers a nifty RC-XD route. You can 

pass through either fence in the backyards 

to find a secret that takes you from one end 8 
of the map to the other! Make sure you use 

your nitro boost to get over the rock jump 

halfway down the trail... 


There isn’t much to Nuketown. It’s a very 


simple level, so expect short and vicious : 
firefights no matter which mode you 
play. There’s a decent amount of cover, 
so it forces you to fight a mobile, close- 
quarters combat style. You may find this 
D 


highly enjoyable or extremely challenging 
depending on your mindset! 
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HILLS THEAKS 


Open any door you wish with this class, Use the 
RC-XD to head outside the map and into enemy 
territory with a bang! 


FILTHY HARRY 
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Come at them with a Skorpion in each hand. With | 
this map’s small size, you want the fast fire rate 
of these guns at your service, 
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RADIATION 


Terrain Urban 

Key Features Centrally located access hatch; derelict Uranium processing facility to the north, 
Map Size Medium 

Map Profile 
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Use the buttons in the northern structure and the southern catwalk to open or close the central access hatch to the lower tunnel. Once the hatch 
opens or closes, a few seconds must pass before anyone can activate it again. 


This structure provides access to the lower tunnel. It has decent cover and a few sight lines to the center of the map. Unlike the blockhouses at 
G3 and C4, this building is not mirrored on the east side of the map. 


This small blockhouse has-a sister structure in the southwest. Both provide limited cover but are in high-traffic areas, so neither is safe for long. 
Conveniently, both provide access ladders to the lower tunnel. 


This large fuel storage room is one of three major routes through the level. You can pass through it on a catwalk to the north, at ground level 
through the center, up a ladder or stairs to the south, or even out through the south side. 


You must access this rear walkway from the west via a conveyer belt that passes over a set of crushing grinders. Jump! 
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Radiation is a Russian refining facility for 
nuclear materials. The map itself is a mostly 
open stretch of ground from east to west. 
You can enter a large processing facilily 

on the north side from almost anywhere on 
the level. A large tunnel in the map’s center 
stretches under the level from east to west. 


A set of doors is located in the center of 

the map. You canopen or close them via 
switches to the north and south. Players can 
drop down through the hatch to the central 
tunnel below. 


This map is roughly symmetrical in terms 

of structures and cover around the map's 
center. Each side has a small blockhouse 
with a ladder accessing the tunnel to the 
hatch’s northeast and southwest, Both sides 
have two-story buildings farther back to the 
northeast and southwest. These have sight 
lines toward each other across the center of 
the map. 


The southern structure features a pair of 
narrow catwalks traversing the level—a 
low wall protects you from attackers in the 
center of the map. 


The northern structure provides three 
different ways across the level and a boasts 
large, open area in the center for firefights, 


You can enter the lower tunnel that stretches 
through the map at either end: from the 
blockhouses near the center, or through the 
access hatch if it’s open. This tunnel offers 
little cover and provides clear sight lines for 
anyone waiting at the other end. 


RC-XD tunnels pass through the map's 
east and west sides into the lower tunnel, 
They're perfect for sneaking an explosive 
car across the map or into the tunnel. 


The least desirable way to cross the map is 
simply running across the center field on 
ground level. We don't recommend this. 


You can mantle up and over the short walls 
to the north and south. You can actually 
mantle onto the north wall and then hop 

up to the building’s second level to reach 

a control room that overlooks the storage 
tanks below. 
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A rear catwalk inside the building passes around HEADQUARTERS 
the map’s extreme north edge. But watch out on 


the west side—the “ramp” down Is actually a 
conveyor belt delivering rocks into crushing gears. 
Don’t fall in! 


1 2 





A 
As you can see, there are many routes through 
Radiation, but they boil down ta north, center, 
or south, each offering a few options. When you 
move east/west, pay attention to enemy positions 
B 


and choose your roule appropriately, When you 
can, avoid fighting in the central field, which can 
have eyes on it from many different places. 
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Use the three-round burst mode with the ACOG 
scope for long-distance accuracy. Whip out the 








fully automatic pistol for close encounters. | 
a 
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Lay down the law and show ‘em who's boss with 
this gear. You can eat grenades for breakfast and 
then toss them back to the chei. 
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SUMMIT 


Terrain Arctic Urban 
Key Features Large central installation serves as a focal point for battles, 


Map Size Medium 4 
Map Profile A mix of short-range and medium-range combat fought in and around a few key structures, — 
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Be careful about traveling through the center of the level—it’s a conflict hot zone. 
You can hide out at the top of this cliffside pathway. Crouch behind the building and watch anyone coming up the cliff. This Is sate only if your 
back is covered. Don't expect it to work more than once, but it can start an early streak for you. 


The easter path can take you into, above, or around the center structure. Use the variety of routes through this area to avoid and 
surprise enemies. 


This outer catwalk has a clear sight line down through D4. With a good long-range gun, you can take down enemies crossing the bridge. Just 
don't hang out for too long, because you make an easy target once they know where you are. 


Inside the center room, you can climb up onto the catwalk from one of the computers, break the glass, and jump outside to the tower just 
southwest of the G3 marker. 














Summit, as you probably guessed, takes SEARCH & DESTROY r a 


place ina small military facility atop a 1 2 2 A. 5 * 
snowy mountain peak. | |= 

2 
The map has a large central building that A > 


serves as a major focal point for many 
battles. Everyone has to pass through it 
or skirt wide around the dangerous outer 
mountainside ledges. 


Essentially, there are three routes north/ 
south through the map. The east and west 
routes take you out on the cliffs, while there 
are multiple options for going through the 
center structure. 
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Most combat takes place at medium 
range or shorter, though there are a few 
opportunities for long-range firefighting, 
mostly on the outer ledges. 








In objective modes, the distinct geography of 
the level's northern and southern areas makes 
combat on either side quite different. Explore 
each side and get a feel for the sight lines. 


SMGs and Assault Rifles both play well here, ra | | 
though you can also make do with other 
weapon classes if you choose your 
fights carefully. 


The outer ledges to the east and west are DOMINATION 
dangerous to travel. There isn't much cover, or ; 
and there aren't many tricks for concealing 
your approach. On the other hand, they | 
provide a quick secondary route between 
the two halves of the level, so weigh the 
benefit against the danger. 


1 : ea 4 - | 


Sniper Rifles or LMGs can do a very good job 
of locking down either outer route. If you're 
playing an objective mode, consider pairing 
with a teammate to block both outer routes 
across the map while your other teammates 
fight in the central room. 


When you pass through the center, CG 
remember that you can get in and out 

of the room through several different 

routes: three on the bottom and four on 

the top, Depending on where the enemy is 
concentrated, mix up your entrances and D 
exits to avoid or engage hostiles. 


You can also climb up on top of the 

computers in the room's center. From there, 

jump and mantle onto the catwalk at the . aml. 
room's north edge. You canjump out the er ies 
window on the west side to the narrow aK: 
crow’s nest that overlooks the western ledge. | \ = 








The catwalk and the crow’s nest are both HEADQUARTERS 
exposed, but they also have excellent fields of fire : z * F 5 
to enemies below. High risk, high reward! | 


You can sprint and jump to a tiny gondola that | 
hangs off the map’s western edge. This is a | 
dangerous spot to camp, but you can occasionally 
surprise foes on the mountain ledge and take 
them out. 
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Plenty of firepower and accuracy with this class. 
Don’t forget to set your Claymore around a corner. 
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This loadout has you wreaking havoc with E 
nonstop heavy-weapon fire. Again, use your 
Claymores on this map's many comers, 
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VILLA ie 2 


: 


———— 


Terrain Urban 
‘Key Features Large fountain courtyard in the north; swimming pool area in southeast of villa. 
Map Size Medium 
Map Profile A mix of very open streets and yards, and a few simple buildings with some COB within. 


This grand building has a second level with two useful overwatch locations. One faces west toward the fountain at B3-B4, and the other faces 
south toward the pool at D4-D5, 


This intersection of reads isa hotspot for travel. Be careful! about moving through this area. 


This outer area in front of the villa typically sees little tratfic, making it a good location for calling airdrops. 


This building has two useful windows: one faces east to the pool, and one faces west to the high-traffic streets at D3. Just be careful, as 
penetrating weapons or explosives easily target these small windows. 





This building's upper floor has sight lines east over to the fountain, into the building at C5, and south along the street toward E3. 


=80 








KEY SEARCH & DESTROY a == 
| OPA0 Spawn , 5, ae a Fr = | = | 
©) Tropas Spawn ‘e 
fal 9 Bomb-seareh & Destroy / Sabotaga Modes + | 
® «| Search & Dosiroy / Demolition Plant Sila | é | 
»*% ® “Domination Flags a < < | 
m} oP 40 CTF Flag 
nt ‘Tropa CTF Flag 
a "Haadduarlers Point ta 
1] Ladder 


+) Tropas Sabotage Plant Destination 
a "Arrows aro color-coded fe muateh the levels thal 
| they lead ta 





Villa is a mostly open level with a handful 
of structures. These provide key overwaich 
positions on the map's travel routes. 


Most combat occurs at medium to long range 
in the open, though some COB can break out 
in the eastern structures. Assault Rifles, LIViGs, 
and Sniper Rifles can all prove effective here, 
thanks to the wide-open sight lines, 


o 


lf you're using an SMG, be sure to confine 

yourself to fighting in and around the E 
buildings. We don't recommend using 

a Shotgun here due to the long, open 

sight lines, which are not healthy for the 
dedicated up-close and personal type. 








Because the villa’s streels are so exposed, : | | 
eae IMINATI | 

it’s important to know where the enemy DOMINATION =| | |) 
team is covering and take an alternate route. 1 2 S 3 
Failing that, be sure to bring smoke grenades; | aay 


creating temporary cover can be important. 
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hb 
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There are only a few major structures on this map, 

most concentrated on the eastern hall. In the 

north around C4-C5, the large, two-level building 
provides passage north and south, and overwatch 

on the entire fountain courtyard to the west. a 


The two buildings to the south provide passage 
east/west into the pool courtyard area. They also 
provide overwatch on the streets to the west. 


On the west side, one two-story building to 
the north can counter-snipe toward the major 
villa to the east. A less accessible building to 
the south lets you pass between C2 and D3. 


The courtyard and streets offer relatively 
limited cover out in the open, so move 
carefully through the level, and try to avoid 
exposure in the open as much as possible. 
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The level's far west has no major objectives 
and little connectivity, so it generally sees 
very little traffic. Use it if you need to make i 
a drop or control a quided Kilistreak. 
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— DEMULITIOUN 
Take the gear in this class for the ultimate in ; = 
room-clearing efficiency. Use the shotgun for room 


sweeps and the grenade launcher for campers. 
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This class lets you run and reload much more c 
quickly as you engage the enemy outside 


this estate. 
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SABOTAGE 
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2H 


Terrain Urban 

Key Features Large factory warehouses. | dale 
Map Size Large — . a : 
Map Profile 4 : 








This path and, to a lesser extent, the route just west between C2-D2 are both hotspots due to the convergence of multiple paths. Be careful 
about walking in the streets. 


You can climb up into a nice sniper tower here, but be careful because it's exposed and obvious. 


A second sniper catwalk is up a fadder here. This one has the advantage of pipes and a rooftop you can jump to just to the west at 
the 03 building. 


This building has multiple windows, multiple ingress and egress points, and a path over to the D3 building with a bit of parkour. 


| The D3 building offers good coverage of the central and southerly routes, as well as an exit that lets you travel over to the C3 building or along a 
Catwalk east toward the C4 building. 
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WMO is a large map and one of the more 
diverse levels in the game. There are many 
routes through the map and many different 
buildings to explore. You can climb up to 
elevated perches in quite a few places, or 
jump from rooftop to rooftop. 


Almost any weapon type can be effective on 
WMD. It’s simply a matter of picking your 
engagements carefully. If you plan to lurk 

in and around the buildings, bring your COB 
loadouts. If you want to cover the outside 
streets and alleyways, bring your long- 
range kit. 


Snipers can have a good time on this level. 
There are many clean sight lines and plenty 
of space to move around between positions. 
Revenge-seekers won't find it easy to pick 
you off. Just watch those windows; it’s easy 
to get taken down if you don’t spot enemies 
in the buildings. 


Be sure to explore this map thoroughly. 
Examine all of the sight lines from each 
building so you know what you can shoot 
and areas to avoid as you traverse the map. 


Learn all the various jumps you can make. 
You can climb and jump across several 
areas to get around the map in an 
elevated position. 


Several routes between the north and south 
offer multiple branches along the way. Be 
very aware of your position and exposure to 
enemies traveling in the vicinity, 


Many overwatch positions in the buildings 
can take out anyone in the open, so make a 
point of learning where these positions are. 
Either avoid them entirely, bypass them with 
the aid of smoke or stealth Perks, or fling 
explosives or Hardened bullets through the 
walls at the campers. 
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DEMULITICIN 

This class makes you mobile enough to catch 1 2 4 4 5 

the train in the distance on this map. With fast | 
reloads and decent firepower, you can call in air 

support in no time. A 


SILVER BULLET 


PRIMARY! ea = 
SECONDARY AKA? Crossbow — 


ATTAGHMENTS Cripndert ig 


LETHALITACTICAL) : Z : 
LOUIPMENT Frag/Willy Puta’ Jarniai é : 


PERE haidline 


PEAK? Harthined c=} 


PERK A fainting 


WILLSTREARS Cire Puck oui Karty Tag! — % i C 


Atiaek Dogs. 
This gear allows quicker Killstreak acquisition 
and better bullet penetration. 
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This section is designed to give you an overview of all game modes in Call of Duty: Black Ops multiplayer, as 
well as advice on how to thrive in each mode. 


If you're new to the series, spend some time in all of the different online playlists to find what you like, then hone 
in on your favorites and see what you can learn to improve your game. 


Successful teamplay in Search and Destroy or Domination is worlds apart from winning Wager Matches or TOM 
matches, and playing alone ts different from playing with a few friends or a fully organized team. 


Where appropriate, you'll find thoughts on team strategies for objective modes, as well as some tactics for the 
lone wolves out there who frequently run solo. 


In almost all modes, organized teams are more eifeciive than teams comprised of solo-minded players or small 
parties. Bul having fully organized team battles outside of clan matches is rare in general matchmaking. Expect 
to go on long winning streaks if you play witha team of organized friends against random players. 


if you're looking for a bigger challenge, it's best to tind online leagues and ladders, where you can schedule 
matches and find competitive teams to practice against. 








FREE FOR ALL (FFA) 


Every man for himself. First player to the score limit wins. 
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Free for All is the simplest multiplayer game mode In Call of Duty: Black Ops. Hop In and kill everyone in sight, win or lose. 


Winning in Free for All - : | 


Unlike most other team modes, and very much unlike Team 
Deathmatch (TDM), Free for All is best won by getting kills at all 
costs, even at the cost of your own life. 


Unlike TDM, you can easily have a negative kill/death ratio (k/d) and 
still win the match, because the first player to hit the score Iimit wins 
instead of the player with the fewest deaths. 


As a result, you can go after FFA victory in two ways. One Is to take 
an aggressive stance and patrol hotspots, looking to jump In on 
firefights and score kills. This is risky, because moving around a lot 
In FFA ls dangerous, Still, this technique offers a better chance of 
yielding more kills quickly, which is what matters here. 


The other option, if you simply can’t stand giving up deaths freely, is 
to cordon off a section of the level as “yours,” and kill anyone who 
enters your zone, Bring a Suppressed weapon and pick an area with 
only a few entrances and exits that you can cover easily. 


Because of the spawning system, you're very likely to get shot in the 
back if you patrol around the map. If you set up shop with a stealthy 
build, in one part of the level, and some equipment to help cover you, 
you can rack up Killstreaks. This can help you hit the score limit faster, 


WAGER MATCH 


AS 


New to Call of Duty: Black Ops Is the Wager Match, a Free for All 
variant where you pul your money where your mouth is. You pony 
up CODPaints for a chance to prove yourself in a six-player game. 
End up in the top three, and you get a payout—you are "in the 
money.” End up on the bottom, and you get nothing. 


Wager Matches can be one of four different game types, each 
demanding a different set of skills for success. 


Wager Match Playlists 


Three types of Wager Match playlists are avallable to you. The 
lowest level, Ante Up, allows parties, If you just want fo blow off 
some steam with a few friends, Ante Up is the place to go. 
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Modes wie a'medium sya 
fee. No parties allowed. 


Some key Perks in this mode include Ghost, Scavenger, Hacker, 
and Ninja. The tradeoff between Hacker and Ninja is a tough one, 
because without Hacker Pro, you're vulnerable to Motion Sensors as 
you move around the level. 


Bring Spy Plane as one of your Killstreaks; the informational 
advantage |s vital for staying alive and scoring kills, 


Another option is to skip Ghost or Scavenger and take Hardline, 
specifically to gat cheap Spy Planes and Counter-Spy Planes, and 
either Attack Helicopters or the SAM or Care Packages. Packages in 
general are dangerous in FFA. But, with Hardline you can reshuffle 
it, and you can easily use packages as bail. Toss one out, find a 
hidey-hole, and wait for some poor sap to try to jack your package. 


lf you're running Hardline with Counter-Spy Plane, you can 
potentially ditch your Suppressor, as you're “silenced” from radar 
while it's active, 


If you're going for the zone 
defense tactic, bring a Motion 
Sensor or Camera Spike to 
cover one entrance to your area. 





All Wager Matches are played in a special no-custom-classes arena. 
You use the weapons and tools provided, no classes, no Killstreaks, 
and, with one exception, no Perks. 


All Wager Matches take place on special reduced-size variants of 
normal Call of Duty: Black Ops multiplayer maps. These are the 
same maps, but with outer areas blocked off to better suit the more 
“intimate” nature of the six-person FFA arena. 


Spend some time in the higher buy-in playlists if you really want 
to rack up CODPoints rapidly. A mix of Contract completions and 
Wager Matches can net you a lot of cash in a short time. 





or the big | i ders only. Entry 
rece shiek a 10, 000. You can 
still vote, but you don't get to pick 
a specific Wager Match game mode. No 
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ONEIN ils CHAMBER 


ee 
One pis > bullet, one bullet earned per kill. Miss 
and youre use your knife. 


The currant match leader shows up on your minimap as a gold dot, 
Once the number of players has been reduced, Spy Planes start 
flying over. 


You have a limited number of lives in each round of One In the 
Chamber, Once those are exhausted, you had better hope your 
score is good enough to keep you in the money. 


One in the Chamber demands precision aim, situational awareness, 
and very quick reactions, You have to make splil-second decisions 
about when to shoot your one precious bullet, and if not, you must 
quickly sprint ta close the distance and get the kill, 


Avoid open areas and travel hubs. Patrol ihe outer reaches and pick 
off targets as they arrive. Skirt the interior of the map and kill any 
targets that foolishly get involved in multi-person battles. 


Be careful around blind corners, Walking into melee range results In 
a roll of the dice—the less you play bad odds, the less chance you 
have of losing that roll, Let other players sprint around corners so 
you can knife them in the back. 


Because Spy Planes begin flying over the battlefield once the 
number of players |s reduced, you can't hope to camp out and win 
a match just by surviving, You must score points to finish in the 
money, so camping Is a bad idea anyway. Just be aware (hat once 
the sweeps arrive, you need to be in a good position on the map te 
fight the remaining players. 






\ STICKS AND, SES 
| | lis ie Knives, ane a Tomahawk: Axe 
someone with the Tomahawk, and you Bankrupt them. 






As in One in the Champer, Spy Planes start arriving ta speed 
up the match. Sticks and Stones is an awesome Wager Match 
mode that pits players against each other using nothing but 
projectile weapons. 


This challenging mode is perfect for practice with the game's three 
special weapons: the Crossbow, Ballistic Knife, and Tomahawk. 


Becalise Tomahawking another player Bankrupts them, you should 
always throw your ‘hawk if you spot an opportunity. You can always 
retrieve it after the battle if you survive. 


Of your two main weapon choices, the Ballistic Knife is a bit easier 
to use thar the Crossbow. More importantly, it kills instantly, Use 
up your Knives first (and retrieve them if possible), then qo for 
Crossbow kills. 


You should also pull out your Crossbow If you spot a target at 
a distance or hiding in cover, where you can score a kill with an 
indirect explosion, 








Kill another player with the final weapon to win. Get knifed and drop 
down a lavel. 


The Gun Game challenges your abilities with every weapon, from 
pistols to Assault Rifles to high explosives. 


Speed counts here, as the first player to score a kill with every 
Weapon wins, sO you want to get into the thick of itas much as 
possible. Since scoring kills with your current weapon is the arly 
thing thal matters, don’! worry about dying. 


Getting knifed drops a player down one weapon level. Because 
it's very difficult to identify and stab the top player, this is more of a 
general penalty for losing a melee exchange than a practical tactic 
lo thwart the current leader. 


As 8 resull, avoid getting into melee range unless you see a prime 
stabbing epportunity. The delay just might help you win, and if you 
get ahead in the arms race, you can really keep the pressure on 
other players, 


Gun Game is a fun game mode, Unlike Sticks and Stones, which 
really refines your skills with those weapons, Gun Game is so hectic 
that it doesn't really train you with each weapon as much as simply 
using them in normal matches would. 


‘ SHARPSHOOTER ES 
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Killstreaks give Perks and then score multipliers. Die, and you lose 
your Perks and multiplier. 


Sharpshooter challenges all players to Use a random gun with a 
random Attachment to score kills, 


The weapon changes every so often, and all players receive a new 
random weapon to use. 


scoring Killstreaks in Sharpshooter matters, because your first three 
kills unlock temporary Perks for you, and then additional kills grant 
you a score multiplier. 


If you can get a good streak going and keep |t running once your 
multiplier is active, you have a good chahce ol running away with 
the win, even if another player gets a few more kills than you dol 


As a result, this mode forces a mix of aggression and cautious 
play. You want to get kills to raise your score, but staying alive has 
big benefits. 








TEAM DEATHMATCH (TDM) 


Two teams battle for the top score. First team to reach the score |imit wins. 


si ested Custom Classes 


PRIMA — CONDARY 
ATTACHMENTS 
LETHAL/TAGTICAL/EQUIPMENT 
PEAK 1 

PEAK 2 

PERK 3 


KILL STREAKS 


This fully automated setup provides quick, quiet movement, the 


ability to of enemies, and plenty of ammo in your primary weapon. 


Winning in Team Deathmatch 
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PRIMARY SECONDARY 


ATTACHMENTS 


LETHAL/TACTICAL/EGLIPMENT 


~~ 


PEAK 1 
PEAK 2 
PERK J 


KILLETREAKS 


Use this class to make your way around the perimeter of the map. Drap 
a Decoy grenade and a Motion Sensor to set traps along the way. 


aA “7 
inTeam Deathmatch = CCCC“‘(M§WUUC‘(‘(‘#“CSCéa 


Winning in TDM is all about staying alive and locking down the 
enemy team’s spawn locations. 


Unlike in FFA, where kills matter more, in TDM, your kill/death 
ratio is what wins or loses the game. It’s better to go 5-0 ina TDM 
match than 15-20. Why? Because the second score is losing the 
game for your team and feeding enemy Killstreaks, which makes 
the situation worse, 


In many objective modes, it's totally acceptable to give up kills to win 
a match, but in TDM, doing so hurts your team twice over. Don't do it! 


Staying alive is the first pillar of TOM success, The second is 
spawn control. 


In any TDM match, the initial spawn points for both teams are the 


same. After the first rush, the spawn points for each team can change. 


Learn where these spawns are and when they are likely to change. 


As a general rule, If your tearn pushes too far into an enemy spawn, 
they immediately begin spawning elsewhere—sometimes behind 
your position. 


As a result, the easiest way to win is to pinpoint the new enemy 
spawn and set up a defensive line to take down anyone who tries 
to escape. Your team can do this without pushing into the opposing 
spawn area, 


This has the odd effect of slightly emphasizing longer-range weaponry, 
Short-ranga weapons demand pushing up to the spawn area to be 
effective. However, you can still quard an exit from the spawn area, 
rather than moving into it. 


if your team gets pinned al a spawn, find a way to break out and get 
around the enemy team, both to flank them, and to start spawning F Ty 
alsewhere on the map. ao. 


With time, you aventually get a good feel for both the area of the 
current spawn, and where the next likely location is if it shifts, 


Stick together in fights—not so close that you're ripe for a Grenade 
Launcher multi-kill, but in the same general area. This lets you call 
out targets and provide supporting fire for each other, 


Another important point: The map’s size has a huge impact on the 
importance of spawn control and mobility. On smaller maps, there's 


isually too much chaos to really lock down anything —the better af] ' 
COB team wins. But on larger maps, being able to quickly identify +s ~~ 
the enemy position and relocate to is much more important. Peel's 


Unlike other objective modes, there are no discrete offensive and 
defensive specialties. You're always playing a mix of offense when 
you push out from a spawn, or defense when you try to pin the other 
team, On smaller maps, those concepts dissolve entirely, and it's 
simply a fast-paced, iree flowing battle. 


One significant taclic is lo run an entire team with stealth Perks and 
Suppressors. A fully Ghosted team with Ninja and a few Hackers 
is really tough to deal with as a group. Because Spy Planes and 
air support are useless, gunshots don’t show up on the minimap, 
Equipment can be avoided, and even footsteps are hard to hear. 


However, assuming you aren't fortunate enough to run with a fully 
organized group, you can still rum some other useful configurations 
for TDM. 





TEAM DEATHMATCH LOADOUT TIPS 


Hardline and Scavenger are both useful Perk 1 choices, as Hardline 
can give your team Killstreak support more easily, and Scavenger 
can keep you fighting without having to swap weapons mid battle. 


You've already learned the importance of Hacker and Ninja, but 
Second Chance Pro can also be very useful if you're fighting at a 
distance. Having a teammate revive you is as good as denying the 
other team a winning kill. Multiple players who fight at a distance 
with Second Chance Pro inerease the odds that distant killshots 
instead result in no kill at all, 


Most Perk 2 choices come down to matching them with your 
personal preference and your weapon. Hardened bears mentioning 
because it can help you get kills that would otherwise be difficult or 
impossible, This is important, because every kill counts more in TDM 
than in other modes. Consider using it if you're running an SMG or 
AR, where the extra penetration can really help you. 


TDM is very flexible and accepting of many builds. Try various 
weapon and class loadouts, both to try different weapons and to 
experiment with class effectiveness. 


In general, players have the most success in TDM with builds 
they're comfortable using. Your attention needs to be focused on the 
combat Instead of working with unfamiliar gear. 


Also, It's true that COB is more dangerous than longer-range 
combat, If you're not confident in your close-quarters skills, run an 
Assault Rifle or longer-range build. Just keep in mind that TDM is a 
good place to get COB practice if you're Mani, 


. Finally, tunning a stealthy b jild is aiaystelpa in TDM, even if no 
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one e else on ra ye is doing so, Ifyou plan to ruin on your own, 
re nearly man latory. But you spend mast of the 
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DOMINATION 


The rules In Domination are simple. Three paints to contro! A, B, and C. Control of Domination points increases your score. Hit the goal 


score first, and your team wins. 


PEED DEMON 
PRIMARY /SECONDARY Shorpicii/fhallietie Knit 
ATTACHMENTS 

LETHALTACTICALEOUIP RENT Toate aia Gaerhantion Seren 
PERK 1 A iegt nt ning 

PERK ? Steady Ain 

FENK 3 harainian 


PAeetor | eae loping Conair acy 


Altiew Ute 


RILLSTREAKS 


Get from point to point as quickly as possible with this loaciut. 
Then drop a mortar on any points you don't already control 


Winning in Domination 

The easiest way to win a match in Domination is te held two 

of the three points and lock the enemy team at the third point, 
preventing them from escaping their spawn area or securing another 
Domination point, 


At the beginning of a match, each team spawns near A and C, 
with B usually being centrally located, Some maps string oul the 
three points ina line, while others locate them in a triangle, 

or more unevenly. 


Almost.all maps: feature'two points that are easier to lock down, with 
the third (typically. A or G) being the area where you should pin the 
other team, 


In almost‘every map, B is the site of the heaviest fighting. It's by far 
thea most dangerous and difficult of the three points to secure. 


lf you plan to capture points (and particularly B), bring a class 
specifically for doing so, 


If you find you're on the “bad” side of the map, or if the fight at Bis 
bogging down, it’s often a very good idea to sneak around the map's 
edge and make a run at the opposite point (A or C). 


Even one person.can accomplish this, as so much attention is 


focused around the B point. Two or three players provide a much 
greater chance of success. 


BOOMER 
PRIMARY/SECONDANY 


HEAT Lake 


ATTACHMENTS Po Dal Sigh 


| LETHALFTACTICAL/EQUIPMENT Fog tenbang tt 
PERK 1 Senvenyer 

PERK 2 Hing hit al band 
PERK 3 Marathon 

KILLS TREARS 


Sy Plane Cue Paka tla ii 


Lay down the explosives and keep ‘em coming. This class selup 
restocks your gear so you can keep putting out the boom! 


Understanding Domination’s spawn behavior is very important. 
Teams usually spawri at or near the points they control. This is why 
locking down two areas and trapping the other team al one spawn 
location is desirable. 





However, it's important to note that capturing all three points 
(Dominating) causes the enemy team’s spawn to move. Because 
you can't predict where it ends up, this usually results in the 
immediate loss of one or more points. Don't let this happen if you're 
working with an organized group. 


The only time we recommend going for a full Domination is when 
you're trailing in score and will lose the match without holding all 
three points for some duration! 


Remember that points capture more quickly with multiple players on 
them, This is often key for securing B, where you may have only a 
few uninterrupted seconds te grab the point between enamy waves. 


The downside to planting multiple players on a point Is that 
your entire team is in the open and very vulnerable, especially 
to explosives. 


Cs 


Points being captured give you an audio alert and they flash 
on your HUD. 


If you happen to be nearby when enemies are capturing a 
point, you can lob an explosive at it. Then quickly sprint to 
get a sight line to take down whoever Is capturing it. 
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Team Tactics 

OFFENSE 

To secure a point on offense, eliminate any enemies on or near 

a point, and then capture it. Alternatively, you can distract nearby 
enemies long enough te capture it, and then quickly back off to 
cover the point, switching from offense to defense. 

Be very careful aboul feeding kills in Domination on offense, Losing 
two points for short periods is not a losing situation, but feeding the 
enemy team into multiple Killstreaks can turn a tug of war into a 
lockdown. 


lf the enemy team does establishes a solid lack on two points, work 
with your team to push for their rear point. Or, make a dedicated 
push to flank the enemy position (nofthe center point) and clear 
them out. Dig out the campers before capturing the point, 


You can attempt to push for a rear point or the defenders around the 
center in two ways. Either make a dedicated push with your entire 
team in one direction to overwhelm defenses, or split up and hit 
multiple roules at the same time. 


Communicate enemy positions as you move. Even if you die going 
lor a flank, you ean still help break the lock if you quickly relay the 
enemy posilion to your team. 


OFFENSIVE LOADOUT TIPS 


For Tactical, bring Willy Pete or Nova Gas grenades, either to clear 
the point or to conceal it while you go for the oapture. 


For Perks, bring Flak Jacket and Tactical Mask to render you 
resistant or immune to incoming explosive spam. 


If you're going for a rear point capture, any standard offensively- 
minded custom classes can work fine as long as you move with your 
team. However, don't bring an LMG or Sniper for a forward push, 


If you're fighting over the center point, consider taking a oadout 
that includes an Assault Rifle with Grenade Launcher Attachment, 
Launcher secondary, Scavenger Pro, Warlord Pro, and Hacker Pro. 
or Tactical Mask Pro. This gives you a huge number of explosives, 
which makes clearing enemies contesting the point or camping in 
nearby buildings very easy. | 


You can also clear out a point from a distance with an AR rt LMG G., 
or a Sniper Rifle, but this can be difficult for some points, - depencin } 
on the map. Consider the terrain involved, and then figure out how 
best to clear enemy forces from around the point. 





DEFENSE 


When defending in Domination, set up a perimeter around the paint. 
lt should cover all major approach avenues fo the point. 


You can cover a point at close quarters, bul doing 80 exposes you to 
risk, and defending a point in Domination is one of the easiest ways 
to rack up high-end Killstreaks, 


You can also cover a point defensively by locking down the only 
approach routes to it. Use a Camera Spike or Motion Sensor for 
early warning of enemies following routes you can't watch directly— 
shut them down before they get close to the point, 


Remember that Hacker Pro and Ghost Pro can bypass your 
Equipment, so keep your ears open for sneaky players, and your 
eyes open for those using Ninja! 


Communication is just as vital on defense as it is on offense. Let 
your teammates know if you sae an enemy you can't hit. If you get 
taken down, tell your !eammates who killed you and from where. 


DEFENSIVE LOADOUT TIPS 


Setting up C4, Claymores, and Jammers, and waiting at a distance 
with an AR, LMG, or Sniper Rifle works well for holding a point. 


Perks like Scavenger, Hardline, Hardened, Warlord, and Second 
Chance Pro are useful on defense. They you extra staying power, 


You may also want to bring explosives, as they can be handy for 
quickly taking out enemies who get to the point at the same time. 


Nova Gas is particularly useful on defense. With Scavenger, you 
can replenish your supply to continually bombard a defended point 
with poisonous smoke, Unless the attackers have Tactical Mask, 
this makes it almost impossible for them to secure a point safely. 
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Lone Wolf Tactics 
AGGRESSIVE 


Even running sdlo-minded players can do several {hings to greally 
assist thelr teams. In general, solo captures on point B are difficult. 
Focus your efforts on two things: flanking enemy defenders and hitting 
(heir rear point elther to distract or to actually caplure the point, 


Both roles require playing on the enemy side of the map. You're 
often outnumbered and have no support, Discretion is the better part 
of valor If you're holad up partway to the enemy’s rear point and you 
see four of their team running past your hiding position, 


To support your offensive push, Lightweight, Marathon, Ninja, 
Ghost, and Hacker are all very helpful for reaching and then 
penetrating enemy lines. Depending on the map, you may want to 
take an SMG or Shotgun because movement speed Is paramount, 
You can also comfortably use an Assault Rifle on some maps. 


if you need to pull some defenders away from point B toward A or C, 
try tapping the point just long enough to trigger the audio warning to 
the enemy team. Then hightail it to cover and wail for nearby enemy 
forces to diveri to your position. Even better, pull back from the 
center of the map. 


Playing sneaky and backstabbing enemies when they come to 
investigate works well. If you move fast and stay in cover, you can 
frustrate the enemy team considerably. Hopefully, this breaks their 
focus on the center of the map long enough for your team to push 
up and secure it. 


lf your team is in a dire situation, or if you're trying to avoid getting 
locked down on an unfavorable point, try to capture the rear point. 
This is risky, bul it can pay off if you grab the point long enough for 
your teammates to start spawning around it. The sudden shift in 
battlefield position can easily lead to a rout of enemies facing the 
wrong direction when your team rolls in, 


DEFENSIVE 


Playing smart solo defense can be extremely helpful in Domination, 
whatever your team is doing. Generally, covering point B is the 
most important task of any single defender. Get familiar with the turf 
around the Bravo point and find the bast cover and sight lines to 
protect It. 


Assault Rifles, LMGs, and Sniper Rifles are all good choices for 
defense, as thay have the range and power to take down enemy 
forces that go for the point. 


Part of playing defense is simply sitting in one area and waiting for 
the other leam to make a move. On some maps, you need to move 
between a few defensive positions |ust to keap an eye on 

enemy movement. 


While you're at it, call oul enemies that you spol to your teammates. 
This 18 very helpful, as you can't always get a clear shot on every 
enemy you see. 


When you defend B, remember to keep an eye on A or C, 
whichever of these is your rear point. Canny enemies try to slip 
past midfield and capture the rear point. Because you rarely see 
a large enemy push to do this as a group, you can usually handle 
any stragglers by yourself. 


On some maps, it’s difficult or Impossible to cover both the center 
and your rear point. In those situations, it's usually better to cover 
the center. Just be aware that if you lose your rear point for more 
than a few seconds, the enemy team may bagin to spawn there, If 
that happens, you must usually shift your position quickly or get shot 
in the back of the head. Grab your equipment and move! 
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SEARCH AND DESTROY (S&D} 


Teams trade offensive and defensive rounds, playing a best of five. 
The offense siarts with a single bomb case, while the defenders 
must guard two different targets. 


Players who die in a round of S&D stay dead, 


| Suggested Custom Classes 
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THE GRUNT. 
naan ¥ 
ATTACHMENTS 

) LETHAL ACTICALEQUIFMENT 
PERE 1 

FER 2 

PERE ol 


RILLGTREARS 


This class supplies yau with the explosives you need to atlack and 
defend, Taking the Commando with Masterkey gives you the option 
fo duel in ihe open or in close quarters. 


Winning in Search and Destro 
Elther team has a few ways to win. Killing off the enemy team works, 
as does planting the bomb (offense) or defusing it once planted 
(defense), If the attackers fail to plant the bomb or kill {he defenders 
In time, the delense wins, 


The offense can force the defenders to come out of hiding by 
planting the bomb. But defenders also can also kill {he bomb carrier 
and then guard the bomb |ocation, forcing the attackers fo assault a 
known location or risk running out of time. 


On offense, going for a quick blitz of the bomb locations |s always 
possible, as is ignoring the bomb locations and simply hunting 
the defenders, 


Because the defenders always start closer to the objectives, it’s 
easier lar them fo get Into favorable positions and watch known 
approach routes. On the other hand, the attackers don’t need to split 
their forces, Launching a full-team assault on one bomb Jocation can 
overwhelm the defenders if their forces are split. 


On offense, a mix of focus and flexibility serves your team well, 
Choose which point to assault immediately, and focus your efforts 
on (t. If your assault fails, but one player manages to get the bomb 
oul, you can always retreat, Then, you can either hunt the remaining 
defenders or plant the bomb at the second location and attempt to 
guard it until it detonates. 


You can also split your team, with one group carrying the bomb and 
[he other acting as a diversion al the second point. Just be sure ta 
communicate the enemy forces you encounter, preferably before 
the firefighting starts. Once you're dead, you can't communicate with 
your team for the rest of the round. 





Either team can win by eliminating the other team completely, The 
offensive team can win by planting the bomb and guarding It until i 
detonates. li a defender disarms a planted bomb, or if the time limi 
expires, the defenders win. 





DOUBLE THREAT 
PaAMABECONDAAY 
ATTACHMENTS 
LETHALITACTICAVEQUIERIENT 
PHB 1 

PERO? 

PEAK I 


RILLSTHEAKS 


This package has everything you need to go on the run or pick off 
enemies from a distance. 


Finally, you can also make a concentrated effort to eliminate 
the defenders. |gnore the bomb locations and avoid the obvious 
approaches, atlempting to flank [he enemy team. 


Because only a single offensive player can carry the bomb, that 
player should use a class custom-tailored to plant it, unlass your 
team deliberately goes for kills over plants. 


On defense, make an educated guess as to where the offense hits, 
and sel Up as quickly as possible. You can pul the bulk of your team 
at the location that's closer to the offense (or the point that gets hit 
most often), and then leave a single spotter at the other point. If your 
spotter sees the enemy team moving in force, he can eall it out and 
your team can shifl positions. 


If you down the bomb carrier, feel free to camp the dropped bomb 
and wait out the timer, Just make sure you're set up In a safe 
location with good sight lines to the area. A smart atlacker won't run 
straight for (he bornb; he'll try lo find any nearby defenders first. 


If you don't spot any attackers closing on the bomb locations quickly, 
check any allernate approaches. The offense may be going for 
straight combat instead of bomb planting. 


Pay very careful attention to HUD indicators that tell you of 
downed teammates. Knowing where a teammate dies can tell you 
where his killers are located. Likewise, sound and your minimap 
are very Important 


In Search & Destroy, Equipment and Perk selection is very 
important, With only a single life per round, stealth, surprise, and 
information Warfare all matter more than they do in other game 
modes. Choose your loadouts carefully, and be sure to have custom 
offensive and defensive classes if you play a lot of S&D. 


Team Tactics 
OFFENSE 


Before you head out on offense, quickly decide your strategy for 
the round. This doesn't have to be a lengthy deliberation—just 
decide if you're qoing to blitz a specific point, split your team, or 
rush the defenders. 


Once you determine a strategy, execute it as a group. Slay in 
constant communication, More than any other mode, keeping 
everyone updated on movement and target positions is critical, You 
have only one shot at executing the mission. 


If you blitz an objective, it's helpful to have everyone use fast-moving 
classes, Shotgun or SMG bullds with Lightweight and Marathon can 

get you to the site quickly, Smoke and Nova Gas grenades can help 
cover the bombsite and temporarily block access to the area. 


lf you can't easily reach at least one bombsite before the defenders 
do, consider making a more measured push for the objective. Try 
to arrive at around the same time, but never in a large pack in one 
location—losing your team to a single explosive isn't fun. 


lf you split your team, figura out where you're sending the bomb. 
Have the other team make some noise ai the other location to attract 
attention. Again, stay in contact. You need to know if your decay 
team runs into most of the enemies or just one or two. 


Finally, if you go after the defenders instead of focusing on the 
bomb, speed and stealth work best. It's critical to ensure that your 
opponents can't spot you coming on a Spy Plane or hear you. 


If routes to the bombsites are too numerous for enemy defenders 
to cover, you have a better chance of flanking their team. If there 
are relatively few approaches, you may have less success trying 

to circumvent the enemies’ “front.” There's nothing to stop you 

from simply engaging in a firefight, but the defenders usually have 
positional advantage and more time to set up, and that's not a great 
way to start a battle. Fight unfairly. 


OFFENSIVE LOADOUT TIPS 


Because stealth and speed are so important on offense, Perks like 
Lightweight, Ghost, Hacker, Marathon, and Ninja are Important, 


Flak Jacket and Tactical Mask are both helpful for planting a bomb, 


Hacker bears special mention because on many maps, the 
defenders can get in place to set up Equipment before you can 
reach {he bombsites. You really don’t want to walk past their 
caméras, into thair jammed sensor network, and killad by C4. and 
Claymores. 


S&D has more flexibility in play style than many other game modes. 
As a result, there aren't any clear-cut “do this to win" tactics that 
apply to some other modes. It's also much less forgiving ol sloppy 
blay—one mistake, and you have to sil out the round. 


Make sure at least one player runs Hacker to spot these and clear 
the way. 


Bringing your own Jammoers |s advisable, as you can set them up ta 
disable nearby enemy equipment. 


Motion Sensors are somewhat useful if you planta bomb. You can 
sat one up nearby for early warning of enemies moving in to clear 
(he area. 


For Tactical gear, bring Willy Pete smoke grenades, both for 
covering the bombsite and for provicing cover on the approach, 
Nova Gas can also flush out campers and block routes ta the bomb, 


Smoke grenades and Decoy grenades can beth create a distraction, 
Drop them down a route you aren't using to attract attention, or use 
them to try to make nearby defenders move and blow their cover. 


DEFENSE 
Defenders In Search and Destroy have the marked advantage of 
starting much closer to the bombsites than the offense. 


Prepare your defense plan before the round starts. Make the most of 
that time to get into position and set up. 


You have to cover two different bomb locations and prepare for the 
possibility that the offense may ignore the bomb locations or try to 
bait you into going after the wrong one. 


Rapid communication is the key to identifying the enemy's plan 
quickly, Get Into position, set up, and then talk to each other about 
any enemy sightings. 


One risky but workable tactic is to abandon traditional defense 
entirely and hit the enemy team as they move advance. This tactic’s 
main advantage ls surprise—the offense rarely expects to get hit out 
of pasition, especially if most of your team moves to atlack. 


Just be very careful. This is an all-or-nothing strategy. One Ghost/ 
Ninja bomb carrier that sneaks past your line can end the match ina 
hurry, even if you kill his teammates. 


If you opt to hald on defense, decide whether to split your defenders 
evenly or stack on one point, and whether or not to send out a scout. 


Rather than send your whole team forward, have one or two players 
advance as forward scouts. This rnethod bogs down the attackers, 
who can't be sure how many players are hitting them, It also gives 
you an early indication of your opponents’ strategy for the round. 
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lf they push one direction en masse, you'll get early warming, 

and your paint man may be able to fall back before ha gets 
overwhelmed. Similarly, no enemy action is as telling as a visible 
push—you can Usually assume they're pushing on your secondary 
bomb location, 


When you set up defense around the bombsiles, quickly plant 
your Equipment, Then dig in near cover, preferably with superior 
elevation and visibility, in that order, Change your position from 


DEFENSIVE LOADOUT TIPS 


Equipment is very important on defense. Literally, every plece of 
Equipment except possibly Tactical Insertion is useful for defense, 
Configure your feam |oadouts so thal each player contribules a 
differant piece of gear, 


However, don't rely on Equipment too heavily, While it's Useful and 
important, Hacker, Ghost, and offensive Jammers can shut down or 
bypass your gear, 


Speed and stealth are less critical on defense unless you 
preemptively attack the offensive team. Otherwise, worry mere 
aboul firepower and survivability. 


Scavenger, Hardened, Warlord, Second Chance, and occasionally 
Flak Jacket and Tactical Mask can all be useful on defense. 


Lone Wolf Tactics 
AGGRESSIVE 


In general, lone wolf tactics are a bad idea in Search and Destroy, 
bul you can be effective running on your own, 


Definitely Use a stealthy build if you run alone. You need to hide 
from your enemy's Spy Planes, Equipment, and ears. 


Ghost paired with Hacker or Ninja works well. The main problem 
with taking Ninja over Hacker is that Motion Sensors can spot you. 
On the other hand, if you take Hacker, defenders can hear you if you 
aren't careful, This is a tough choice to make, because the power 

of each depends on the skill of your opponents. If your opponents 
aren't using Equipment, switch to your Ninja build, 


Bring a Suppressor for your weapon, and you may want to use a 
Jammer as well. Just be careful, because smart opponents use 
radar noise to get an approximate lock on your location. You can 
use this to fake out defenders to some extent; just be aware of the 
risk of using it if you're behind enemy lines and undetected, 


SMGs and ARs both work well for solo operations, Shotguns are 
usually too shori-range to work effectively, though a silenced SPAS 
can be effective for COB on some maps. LMGs and Sniper Rifles 
aren't typically ideal for running solo, though long-range sniping can 
be effective on a few maps. 


round to round. When an APG hits the wall behind you In round two, 
you'll Understand that surprise matiers more (han a perfect position. 


lf you split your defenders, maintain communication. You may have 
to shift players from one spol to the other if one spat gets rushed. 


If You focused on one point, either leave one man behind to catch any 
sneaky plant attempts, or make sure the map is small efough and 
your team has fast loadouts to help them switch positions quickly. 


Assault Rifles, LMGs, and, depending on the map, Sniper Rifles are 
axcellent choices. Because you have the luxury of time to set up 
and prepare for attackers, you can often get into position to engage 
therm al long range before they close with the objectives. However, 
remember that you usually have to shift your weapons down one 
range band on smaller maps. 


Infrared scopes bear special mention, Because good offensive 
leams offen use smoke to conceal their approach or the bombsites, 
make sure at least one player can plerce the fog and take down 
enemy targets. 


Nova Gas is particularly good on defense, bul be wary about relyina 
on lt too much, as Tactical Mask can render it useless. 


DEFENSIVE 

Running solo on defense Is a bit easier than offense. As long as you 
actively protect a bomb location or go after the bomb carrier, you're 
helping your team. 


Just be carelul aboul being overly aggressive, While playing the 
scout of offensively-minded player on defense can be helpful, it’s 
also very easy to get shol by a mass of allackers and contribute 
nothing to your team. 


Bring useful defensive Equipment and set It Up before you take up 
position. You can also serve your team as a roaming player who 
keeps an eye on both bomb locations, particularly |f you take speedy 
Parks to move between locations. 





HEADQUARTERS 


Headquarters places your squad in a battle to control randomly 


chosen areas of the map, Teams fight to capture a single control point 


and defend It. The first team to the target score wins the match. 


Suggested Custom Classes 
HOT DOGS 


PRIMARY SECONDARY 
ATTAGHIAIENTS 
LETHAL/TAGTICAL/EQUIPMIERT 


PERK A 


PEAK 2 


PERK J 


KILLS THEAKS 


With firepower and a “second chance,” this class can help you 
control more headquarters than the enemy team, 


Winning in Headquarters 


Winning in Headquarters requires a good mix of offensive power and 
defensive strength to establish control of a point and then defend it, 
Unlike Domination, there's no easy way to trap the enemy team ina 


spawn location or establish complete contro! of a map's scoring areas. 


The match starts with teams spawning in normal Team Deathmateh 
locations, After a short delay, the headquarters control point is 
announced, Then, an icon is placed on your minimap, and a HUD 
indicator Is created to direct you to the location, There are a predefined 
set of potential control points, but the selection of each one is random. 


Almost every control point ina Headquarters map has multiple 
attack vectors and defensive positions. Your task at the beginning 
of a match is to approach the first headquarters point and establish 
control of the area. 


In some cases, the Headquarters spawns closer to one team. 

H you're fortunate enough to spawn closer to an HO, establish 
defensive positions as quickly as possible. lf you're on the distant 
team, expect the enemy team to establish control ahead of you, 
Your assault should be quick but careful and should avoid as many 
chokepoints as possible. 
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Once a headquaners area |s captured, defenders do nol respawn 
until the point is "destroyed" by the attackers. 


BIG BOY 


PRIMARY, SECONDARY 
ATTACHMENTS 
LETHAL/TACTICAL/EQUIP IMENT 
PERK | 
FEHR? 
PERK 3 
KILLSTAEAKS 
This kit puls-a hurting on anyone who gets in your way. Use 


the heavy firepower to rip through the walls of any headquarters 
you encounter. 





Once an HO is captured, the opposing team must assault the 
position to destroy it. The team holding the point can defend It 
but cannot respawn until either the enemy team destroys the 
headquarters, or the time limit for holding a single point expires. 


lf you're attempling to destroy a captured Headquarlers, it’s 
important to be quick bul tactical in your assault. A few extra capture 
points are far less damaging than handing an unrestrained Killstreak 
assaull to the defenders during the next point’s capture period. We 
recommend careful, surgical assaults. 


Class choices and Killstreak configurations are far lass obvious in 
a Headquarters match. It's important to balance assault capabilities 
with static defensive power, as there is no class change when a 
point goes from being captured to being defended. 
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Team Tactics 


OFFENSE 


Offense |s the primary role In Headquarters, as most fighting 
revolves around establishing control of a point, Thal sald, a 
polarized configuration that favors offensive power over anything 
else |s typically unsuccessful, The distinctions between offanse and 
defense in Headquarters are fleeting. 


OFFENSIVE LOADOUT TIPS 


As in offensive Domination loadouts, choose a class with Willy Pete 


(smoke) or Nova Gas grenades in the Tactical Grenade spot. The 
smoke offers coverage during a capture or destruction, while the 
Nova Gas weakens any COB defenders near the point. 


For Perks, we again recommend Flak Jacket and Tactical Mask, 
as explosives and grenades are a certainly when you defend a 
captured point. Scavenger Pro and Warlord Pro are also nice, 
as they give you more explosives to help dislodge a stubborn 
Headquarters defense. 


As in most modes, an Assault Rifle treats you well in Headquarters. 
Taking Warlord Pro allows you to attach a Masterkey and your 
favorite sight to the Assault Rifle, which helps with room clearing. 


lf you play on.a’map with lots of confined areas, such as the buildings 
on WMD or Cracked, use an SMG to maximize close-quarters 
lethality. They can istalyaeau and defend an interior position. 
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DEFENSE 


Your role in a Headquarters match constantly changes between 
assaull and defense, withoul the opportunily to change loadouts. 
Adopting a pure defensive posture prevents you from properly 
assaulting a point when the Headquarters moves. 


Point defense In Headquarters follows many of the general defense 
guidelines for any other game mode. Perimeter defenses that cover 
all attack routes around the point are a must. Defending an HO from 
inside the room assuredly resulls In death from grenade spam. 


Constant communication about enemy locations is vital in 
Headquarters. Dying to a flanking attacker removes you from the 
battlefield and prevents you fram properly warning your tearnimates. 
Call out all targets as they approach so that if you die, your 
teammates know what to expect. 


DEFENSIVE LOADOUT TIPS 


The usual assortment of C4, Claymores, Jammers, and Motion 
Detectors are useful when you defend an HQ. Don't stress about 
placement—you have a small amount of time between capturing a 
point and the next wave of attackers. Put them in general areas of 
approach and get to your defensive position. 


Assault Rifles and SMGs work well for defense and offer the 
offensive utility necessary for assaulting the next point. Properly 
positioned, an LMG can deny one entrance to the Headquarters, 
which can easily translate to a full hold ona point. 
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Lone Wolf Tactics 
AGGRESSIVE 


Solo play in Headquarters is difficult, as every player on the map 
is focused toward the capture objective. It's unlikely that a single 
player can break through the defenses of another team or hold off 
attackers while he captures a point. 


Offensive mobility Perks such as Lightweight and Marathon are 
great for penetrating deep inte the enemy position quickly. They also 
let you move from HQ to HO more quickly when a point capture time 
elapses. Perks like Ninja, Ghos!, and Hacker assist in slipping into 
enemy territory to wreak havoc in their backfield, We recommend 
SMGs for speed, but an Assault Rifle can extend your engagement 
range, a must on some maps to avoid being overrun by the 
advancing enemy push. 


While a point is contested, the aggressive solo player should focus 
on attacking an exposed enemy flank as they trundle toward the 
objective. A good solo player who strikes tactically can remove one 
or two players per spawn wave from the attacking force, enough 

to swing the capture in faver of his team. As in Domination, use 
discretion when you attack enemies from exposed flanks, as they 
outnumber and outgun you in a fair fight. 


Once a team captures a point focuses on defense, an aggressive 
solo player on the attacking team should assault the enemy from 
any attack routes that the rest of the team isn’t using. A well-placed 
explosive and some lethal CQB can devastate an HQ defense. 


Playing aggressively as a solo. player while your team defends 

a capture point is a good way to give your comrades one less 
defender, Roaming the attack avenues and removing an attacker or 
two during.a wave can be helpful, but assuming a defensive stance 
ls more affective in the end and assists in holding the captured point 
for the: maximum duration. 


DEFENSIVE 


While an HQ is still contested, there is no effective means to play 
defensively. However, once your team captures the point, a good 
solo player can be extremely effective in holding it. 


Most HQs provide multiple attack routes for the other team, A 
coordinated defense is the only way to hold the capture paint, so 
learning to communicate by calling enemy locations and predicting 
assault strength is paramount, 


Defense in Headquarters Is hectic and lively, with the full brunt of 
{he enemy team assaulting your position, Prioritize quick movement 
and lethality over other factors when you choose a loadout for 

solo defense. An LMG positioned to cover a major attack route 

can devastate an enemy team and direct their attack to a more 
defensible position. Assault Rifles and SMGs also provide enough 
firepower to fend off an attack. Sniper Rifles are rarely useful in 
Headquarters defense, as the setup time doesn't allow for careful 
long-range positioning. 


Whichever loadout you choose, your only objective is defending 
the HQ point. Find a good spot, seat up some deployablas—C4, 
Claymore, Motion Sensor, Jammers, Cameras—and wait for the 
enemy team to come to you, 
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DEMOLITION 


Teams trade offense and defense. One bomb, two bombsites, just 
like Search and Destroy, Unlike S&D, in Demolition, players do 
respawn, so defenders must repel a continuous wave of offense. 


Suggested Custom Classes 
HEAVY DUTY 


PRIMART/SECONDART 
ATTACHMENTS 
LETHALTACTICAL/EQUIFMENT 
PENK 4 

PEAK 2 

PERK 3 


RILLETREARE 


Take this setup and help your teammates by laying down massive 
covering fire while staying off the radar, 


Winning in Demolition —_- 
Because you trade offense and defanse, you need a plan tor 
each side, 


On offense, quickly decide which pojnt to tackle, and push that 
point hard with your entire team, Because (he defenders typically 
respawn closer to the bombsiles, picking the right target and blitzing 
is Important. 


You can split your team, bul this is usually a bad idea because of 
the time penalty for dying. You don't want to give the defenders any 
more time or Killstreaks than necessary. 


In Demolition, It's a good idea to go for the more difficult bombsite 
first. Once one of the two sites goes down, all of the defenders 
concentrate at the remaining site. lt you remove the more difficull 
plant site first, you make the job of winning the round much easier. 


On defense, decide whether to split your forces and which paint to 
cover first, On a lew Maps, you can give up one point somewhat 
easily and defend the point thal's much harder for the attackers to 
assault. However, this can be risky, 


Team Tactics 
OFFENSE 


Offensive coordination need not be much more complex than picking 
an initial target. It's important for your leam lo move as a group lo 
assault and secure the selected target. 


Generally, splitting up Is a bad idea, because even if a few players 
plant a bomb, staying in place and guarding it before defenders 
assault the area en masse is difficull at best. 


Even by a single player can go for a “fake” plant at one site. This can 
draw defenders away from your real target. It can work particularly well 
if you have a stealth-specialized player plant on the secondary target, 
and then have the remainder of the team blitz the primary bombsite. 


Additionally, both sites must be destroyed, and defusing the bomb 


does not win the round. In fact, you should expect many defusings in 


close games, 50 holding out on defense is a constant struggle. 





QUICK AND THE DEAD 
PRIMARY SECONDARY Po 
ATTACHMENTS 
LETHAL/TACTICAWEOUIF MENT 
PERK 1 
PEAR? 

PrAK 


HILLSTREARS 


Run fast and quiet with this kit in your arsenal, Super fast reloads, 


speed, and silence are greal assets in Demolition. 


It's very important to recognize when 4 position is lost—avoid 
throwing away lives and time on a hopeless cause. If the attackers 
plant the bomb and they're set up In cover around the point, fall 
back and set up your defenses al the remaining point. Feeding the 
offense Killstreaks just makes your job harder in the match's 

later stages. 


Communication on detanse is vital, especially if you're covering both 
points, Be aware of the anamy team's position at all times. Quickly 
determine which point they're pushing harder if you need to shift 
defenders fram one location to another, If you ga down on a point, 
lat your leammates know how many attackers are still standing 

and planting. 


One last point: save Killstreaks between rounds. Storing up 
Killstreaks and then unleashing them in concert at the start of a new 
round can have devastating results, On offense, It can give you a 
quick win. On defanse, if can shul down the offense entirely until 
they overcome the barrage 


Keep the team apprised of defender sightings at each bombsite, and 
advise your team’s long-range combatants if you spot a sniper or 
gunner covering an area. 


Ifa push on your primary target Isn'l working and you're bogging 
down, you may have to accept the setback and tackle the secondary 
bombsite. This isn’t an ideal situation, but It's better to extend the 
round with the chance of a win than to give away the whole round 
without destroying either point. 


Be ready to make this call early enough to switch focus. Realizing 
you can't break the more important site with only a minute left isn’t 
enough time to change targets and take down a quarded plant. 


OFFENSIVE LOADOUT TIPS 


On larger maps, Tactical Insertions are your lifeblead. In na other 


mode |s a plece of Equipment so important. Your entire tearm should 
use Insertions unless you absolutely need a Jammer to shut down 
enemy Equipment. 


Don't try te be sneaky and plant Insertions very close to the 
bombsites on your initial push. Instead, set [hem up about halfway 
fram your spawn to the bombsite. This prevents easy discovery of 
your team’s Inserlions, and cuts the time needed to apply pressure 
on the bombsites tremendously. 


Do not plant all of your team’s Insertions In one area, and be sure to 
move them around if the enemy team wises up and clears them oul. 
The offensive benefits of spawning closer to the objective far, far 
outweigh the cost of an occasional double death to an Insertion. 


Jammers are also important on offense. Set them up just outside 
the bombsite to shut down enemy Equipment and weaken 
enemy intelligence, 


Smoke grenades are extremely important in Demolition, Maintain 
constant smoke screens to obscure sight lines to bombsites and 
create confusion around the bomb plant area. 


Expect to encounter heavy Equipment and explosive defenses, so 
bring Perks to nullify or weaken their effectiveness, especially if plan 
to plant the bomb frequently. 


Flak Jacket and Tactical Mask are highly advisable for bomb 
planting. For general purposes, Marathon is very important to get 
you back to the front quickly. 


Hacker is valuable on offense. Expect to tun into all type of enemy 
Equipment. Be sure to have a Hacker on duty near bombsites 
to call out trouble. 


While you can expect to receive painful explosive fire on most maps, 
on some, you may wish to bring a boomer of your own. If the defenders 
sat up in small rooms, or if a lot of cover and debris is around the 
bombsites, Grenade Launchers, RPGs, and Lethal Grenades backed 
up with Scavenger Pro and Warlord Pro can clear them out easily. 


On other maps, having a sniper or an LMG gunner hang back to 
deal with long-range threats may be important. This is especially 
true if your enemies have a dangerous sniper or long-range fighter 
suppressing your team when you're trying to plant the bomb, 


DEFENSE 

Defense in Demolition can be stressful. You must deal with a constant 
wave of attackers, disarm bomb plants repeatedly, and shuffle your 
forces between each bombsite in response to enemy pushes. 


Your first push should be to establish a defensive perimeter at each 
site. Sat up your Equipment quickly, and then get to cover, 


On some maps, you can anticipate which site is more likely to get 
hit first. Have the bulk of your team waiting there. On other maps, 
it may not be so clear-cul. Try to set up defenses at both sites, and 
have teammates ready ta switch positions as needed, 


When you're forced to make a choice, always focus on the more 
difficult of the two sites for the attackers to handle. At all costs, hold 
(he point that’s furthest from their spawn, has the best cover for you 
and the least for attackers, or |s closest to your own spawn, 


On many maps, It can be very important to have a scout sweeper 
with Hacker and possibly Lightweight and Marathon with a mobile 
Weapon. The sweeper's job is to push oul from bombsiles and 
destroy any enemy Tactical Insertions. You can't allow an offensive 
team to set up Insertions clase to lhe bombsites unopposed. If you 
do, you're almost guaranteed to be overwhelmed. Thair Insertions 
almost certainly are more ideal spawns than your natural ones! 


The scout ean also relay useful intel on enemy movements, letting 
the nest ot the defense know which bombsite is about to be hit. 


Don't give up a bombsite until the bitter end. But, if the offense 
gets a plant and has the area tightly locked down, know when to 
surrender it, and move to reinforce your position at the remaining 
bombsite, Get new Equipment in place, and sel up your team. 


lf you do your job well, the attackers will have very little time to secure 
the remaining bombsite. If you hold the tougher point, so much the 
better—now they have little time, and they have to attack a very 
difficult point with the whole defensive team in place to stop them, 


DEFENSIVE LOADOUT TIPS 


Equipment is very important on defense. Even Tactical Insertions 
may be useful on certain maps. But in general, C4, Claymares, 
Motion Sensors, and Jammers should be your first priority, with 
Camera Spikes used On some maps to cover approaches thal aren't 
worth stationing a player. 


Use and abuse explosives heavily on defense. Because you know 
the attackers must hit a fixed point to plant the bomb, AR Grenade 
Launchers and the RPG, LAW, and China Lake can all be used to 
good effect, as well as Lethal grenades and Nova Gas. Have alt 
least one player pack a boom build, and have multiple players carry 
Nova Gas as their secondary. 


Unless the entire offensive force takes Flak Jacket and Tactical 
Mask, aither or both of your explosives and Nova Gas prove an easy 
deterrent to unsupported bomb plants. 


Generally, most plants come from having the Immediate defenders 
cleared out of the area, so you may need one or more players with a 
speedy setup, Select Tactical Insertions, Lightweight, and Marathon 
to gel back to the bombsite quickly, To stall a push, all you have to 
do is kill the planter, so have at least one player who can always get 
back to a bombsite rapidly after dying. 


Area saturation Killstreaks bear special mention here. The Napalm 
Strike, Mortar Team, and Rolling Thunder can have lethal results If 
you place them on a bombsite where {he attackers have just pushed. 


And one final, amusing tip: Use drop packages of any sort to 
distract the attackers. Tossing a SAM or Care Package away from 
a bombsite often coaxes greedy attackers to go after the package 
instead pursuing the more Important goal. 
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One risky option is to let the enemy team make a push while part of 
your offanse stays In enemy territory to secure the bombsite, If you 
can clear out the remaining defenders while part of thelr team pushes 
with the barb, you have a good chance of setting up shop around 
the bombsite and taking out any returning defenders. This relies on 
the rest of your team to secure the bomb and bring it to the bombsite 
while undermanned, so it's a difficult feat to pull off consistently. 


One last point: If it looks like the enemy team is making no effort 
lo move the bomb, they may be camping if in an effort to generate 
Killstreaks. Don’t feed the enemy team free kills. Group up and 
make a concentrated push to clear out any nearby enemies, and 
then make a move for the bomb, 


In Sabotage, securing the area before you make a move, whether 
around the bombsite or around the bomb itself, is very important. 


OFFENSIVE LOADOUT TIPS 


lf you're pushing on offense for the enemy bomb plant, Hacker and 
explosives can be handy to spot enemy Equipment and clear out 
campers, Scavenger can help you stay loaded with ammunition. 


Ghost, Marathon, and Second Chance are all helpful, and if you 
plan to go for the bomb plant, Flak Jackel and Tactical Mask are 
almost mandatory. Be sure to bring Smoke and Decoy grenades, as 
both are useful for covering the bombsite and distracting defenders, 


While Jammers are still Important on offense, you may alse want to 
bring Motion Sensors and possibly Tactical Insertions, You can set 
Up a lemporary defensive position once you secure the bombsite 
and exploit the ability to control your spawn location. 


DEFENSE 

“Defense” In Sabolage means one of two things: Either you're actively 
defending your bombsite against an enemy push with the bomb; or 
you're camping the bomb itself, playing Keap-away with the enemy to 
rack up Killstreaks in preparation for an offensive push of your own, 


The tactics here are slightly more mobile than they are in most other 
objective modes outside of Headquarters. While you can still set 

up a traditional defensive perimeter around your bombslte, you are 
constantly moving around the map when you defend the bomb itself, 


Lone Wolf Tactics 
AGGRESSIVE 


It's very difficult to help your team with solo-style play In Sabotage. 
Because planting the bomb successfully often requires the 
coordinated efforts of multiple players using Killstreaks, running by 
your lonesome is tough work, 


With that in mind, aggressive players in certain roles can assist 
your team. Take a Stealth build with a Suppressor, Ghost, and 
either Hacker or Ninja to the enemy bombsite, If you can clear the 
bombsite for your team, you can enable a successful plant. 


Another option Is to use a build thal incorporates Marathon to hunt 
down the enemy's midfield roamers, Including their bomb carrier or 





As a result, you don’! always have [he advantage of the best 
defensive positions. Make the most of what you have if you're stuck 
in an open firefight around a dropped bomb. 


Another option is to hide out with the bomb on the terrain of your 
choice. This can force the enemy team to engage you on your terms. 


lf you're defending your bombsite, you can push out and return to 
“offense” once the area is cleared of atiackers and the bomb is In 
your team's hands, 


As a general rule, don't let fhe bomb stay around your bombsite. 
Gamping the bomb or holding it is fine, but if you do this near your 
bombsite, you risk losing the bomb and the match very quickly. 
Losing the bomb near the enemy site or midfield is almost 

always preferable, 


DEFENSIVE LOADOUT TIPS 


Because defense is rarely completely static in Sabotage, configuring 
your loadout can be tricky, 


Equipment is still useful, but you need to be ready to pick up and 
move your gear More often than in most modes, If the “front line” 
moves because the bomb moves, you have to reposition Motion 
Sensors, Jammers, Camera Spikes, and possibly explosives as well, 


In general, C4 and Claymores are a bit less useful in Sabotage, 
though they are still effective for defending the bombsite Itself. 


For Perks, Lightweight, Scavenger, Second Chance, and Tactical 
Mask can all be useful when you defend an area. 


Marathon Is still Important for defenders, because you may be called 
to relocate quickly, and running out of breath partway (here can 
cause problems. 


Nova Gas is still useful for defending the bombsite or dropped bomb. 
Pair it with a Lethal grenade of your choice. 


Bring an Infrared Scope |f the other team uses smoke to cover the 
bomb and bombsite. 


bomb campers. Rapid mobility Is important, as you have to follow 
(he bomb around the map and dispatch any enemies that try to set 
up shop around it. 


Consider taking Hardline and running a Spy Plane/Counter-Spy 
Plane setup, With aggressive play, you can tack up a ton of double 
and triple kills, which keeps your team’s radar coverage active and 
shuts down the enemy's coverage. 


The most difficull task of all is planting the bomb solo, It Is possible, 
but it's very rarely successful unless the enemy team has ne 
defensive-minded players at all. 








Bring smoke and @ Motion Sensor, and try to get the plant while the 
other team is embroiled in a firefight with your team. 


DEFENSIVE 
Running defense as a solo operator is easier In Sabotage, simply 
because you don't have to worry about trying to plant the bomb. 


Camping the bomb and clearing out enemies that go for it (or your 
bombslte) as a solo player is definitely possible. It also pravides a 
chance to rack up high-end Killstreaks that can help your team, 


Even if your team isn't actively coordinating, you can still wait for a 


HARDCORE OVERVIEW 


Hardcore |s a special mode that campletely removes your HUD 
elements, including your minimap, reduces player health severely, 
and disables the Killcam, making it more difficult to find who killed 
you and from where. 


Finally, and most critically, it enables team damage. Because player 
health is low from the start, it's very easy to kill your teammates 
accidentally, Check your fire! 


WEAPONRY 


© Sniper Rifles are extremely dangerous in this mode. A good sniper 
can be a terror on large maps; communicate if you get sniped. 

© The stranger LMGs can kill in one shot from a distance. 

© Shotguns are basically instant death al close range; any 
reasonably on-target shot kills. 

© §SMGs and ARs retain their basic functionality, they're simply 
much more deadly. 


GRENADES TACTICAL 


© Semtex and Frags are almost always © All Tactical grenade types are useful in 
Hardcore, though Decoy loses some 
value due to the loss of a radar ping... 
unless the enemy team has a Spy 


lathal, but you must be cautious with 

their use. Flinging them haphazardly is 

a good way to kill your teammates. 
Plane active. 


PERKS 

© Flak Jacket is less valuable, as explosions are still likely to kill 
you instantly. 

© Hacker is quite useful, as it gives you an extra means of 
locating enemies in Hardcore—players often camp oul near 
thelr placed Equipment. 

© Ninja is extremely important. With no minimap, players are 
more focused on sight and sound—eliminating your aural 
signature is key. 

© Tactical Mask remains very helpful, partly for its normal effect, 
and partly because the location indicator on Concussion and 
Flashbang grenades gives you another means to 
locate players. 


teammate to call in any high-end 
Killstreak and then launch your 
own al the same time. This isn't 
nearly as devastating as four or 
more players coordinating their 
sirikes, but it does help. 





[f you really want te hang back, take a Sniper Rifle or LMG and 
keep your distance fram the bomb at all limes, Wax enemy players 
as they attempt to pick up or move the bomb. By tracking the 
bomb around the map, you can aid your team by picking off anemy 
players, keeping the bomb safely away from your bomb point. 


Aes. ee 


One to two hits from any gun tends to be fatal in this mode. With 
no radar, situational awareness and team communication are 
absolutely vital. 


Because there is no minimap, the utility of various combat gear and 
Parks chanyes quite a bit. 


© Launchers ara very dangerous to use around your teammates. 
Be careful when you fire one. 

© Suppressors lose value in Hardcore, as you do not have to 
worry about a minimap. You do still gain the benefit of reduced 
noise output. Because players have so little health, the damage 
falloff penalty of a silencer is reduced, 


EQUIPMENT 

© Some equipment is devalued in 
Hardcore due to the loss of the 
minimap, but Camera Spikes and 
Claymores remain extremely useful. 


KILLSTREAKS 


© Spy Planes are very important. Gaining a radar sweep of 
the enemy team helps everyone in Hardcore. Information 
is critical without your HUD or Killeams to aid in locating 
enemy positions. 

© Counter-Spy Planes are also important to nullify enemy intel. 

© Napalm Strikes, Mortar Teams, Valkyria Rockets, and Rolling 
Thunder are all dangerous to use in Hardcore. Communicate 
with your team betore you call in these bad boys. 

© Attack Helicopter and Blackbird remain useful, effective, and 
safe to use. 

© Attack Dogs are safe to 
use, whereas Chopper 
Gunner and Gunship 
require more discretion, 
Calling out enemy 
positions while gunning in 
sither chopper is extremely 
important in Hardcore. 
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This section is a reference for critical gameplay mechanics and gameplay advice. 


Take the lessons here to heart; they can save your life time and time again. 


DAMAGE RULES 


Weapons in Gall of Duty: Black Ops deal static damage every shot. There is no randomness from the guns. 





All players have 100 health base; this health regenerates fully a few seconds after taking damage, assuming the 
player survives the encounter and finds cover. 





Most weapons inflict damage within a range of valiies, and most have a damage falloff distance at which the gun 
begins to drop to its minimum damage. Weapons deal 50% bonus damage if you score a headshot—for most 
guns, this Shaves off one shot needed to kill the target, regardless of distance. 


Explosives deal a static damage value, but the amount of damage you receive from one varies based on your 
distance from the explosion. Each explosive has a different radius of effect, and damage falls off in a linear 
manner from the center of the blast. 


Al the center of a blast, only a target with Flak Jacket has a chance of surviving, while at the far edges, 
explosions are rarely fatal. 













‘DAMAGE VALUES. 


}) Most weapons deal from 50 to 20 damage per shot. Sniper Rifles malt Ligh it Machine Gu 
] unique in that they deal a set amount of damage per shot that does not de 


3 : i Mage 
e DAMAGE FALLOFF 


B) Weapons that deal damage within a range of Sniper Rifles deal 70 dan ac 
values inflict maximum damage at close range. _ they boast more mul tipti ars 
From there, damage decreases over distance, upper body than other w oe 
down to the weapon's minimum value. do not lose damage at ran ¢: an ge. 
ky a, ae 
Lf f 7 j All Assault Rifles except the semi-autos deal Light Machine oO , 4 40, or 50 
40-30 damage, so they killin three shots up damage per shot reg ardies td Ista 
/ f / if) close, four shots at a distance. kill in four, three, 0 





_/ Beene cee Rifles deal 50-40 Most Pistols ha’ @ 
_} damage. They kill in two shots up close, three shots up close, five at a dista 
at a distance. normal target. 


Most SMGs have a 40-20 damage range, 
| taking three to five shots to kill. 
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MAX DAMAGE — 


| MIN DAMAGE | 


A weapon's “Time to Kill” is simply its damage per shot combined 
with its rate of fire. Because two weapons might have differing rates 


of fire despite having similar damage statistics, the faster-firing 


weapon can provide an edge to the person who wields it. 


Shotguns and Sniper Rifles have the fastest TTK of any weapon, 

as they can kill in one shot. Burst Assault Rifles are close behind. 

oniper Rifles arent a great choice for close quarters, bul they can 
score one shot kills if you get lucky with an upper body hit. 


Dual Wielded SMGs and Pistols are high on the list al close ranges. 


SMGs with Rapid Fire have the highest rate of fire, followed by SMGs, 
then Automatic Assault Rifles, and finally Light Machine Guns. 


The tradeoff for better TTK |s usually either range or accuracy. 


Shotguns can’t kill anyone at a great distance, Dual Wielded weapons 
have a very hard time outside close-medium range, and high-fire-rate 
Automatic weapons are more difficull to use at long distances. 


Fast-firing weapons (typically SMGs) often have more pronounced 


damage falloff values than slower-firing Automatic Assault Rifles. 


| PENETRATION 1 | 


Bullets can penetrate 
surfaces and objects. Bullets 
that penetrate lose damage 
as they pass through a 
physical barrier. The steeper 

| the shot's angle is from head- 
on, the less damage it inflicts 
when it passes through. 


That is, if a target is 

| immediately behind a wall, 
the ideal way to “wall” 
them is to shoot straight 
through the wall at a perfect, 
perpendicular, 90-degree 

| angle. If you shoot atan 
offset angle, the damage 
reduces further. 


| SUPPRESSOR REDUCTION _ 
Sniper Rifles lose base 
| damage with a Suppressor 
equipped, requiring you to 
land two shots to kill instead 
| of one in the upper body. 
All other weapons have 
increased damage falloff 
with a Suppressor equipped. 


| This does not change damage 
values for any weapon other 
| than Sniper Rifles. Rather, it 
| simply means that you reach 
} the minimum damage value 
at a shorter distance from the 
} target than without a 


silencer equipped. 


——- 


When you use the Hardened © 
Perk, allbulletsgaina = 
penetration upgrade. i 
This is most noticeable for 
weapons that have poor or 
average penetration, such 

as SMGs, Pistols, and som 
Assault Rifles. | 


LMGs and Sniper Rifles 
have strong penetration 
to begin with, followed by 
burst, semiautomatic, and 
automatic Assault Rifles, 
then SMGs, Pistols, and 
finally Shotguns. 





Suppressors make fighting — 


at long range slightly more | 
difficult, so they are typically | 
best for CQB buildsor 
when stealth is absolutely 
mandatory at a distance. 


Aiming for headshots 
can compensate forthe 
damage falloff at a distance 


” 


as headshots typically | . 


reduce the shots needed | 


to kill by one. Otherwise, 
Suppressors usually req re 
the maximum number of 
shots to kill al a distance. 
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HIT MARKERS 


Any time you hit an enemy in Call of Duty: Black Ops, you receive a 
“hit marker,” a visual marker around your crosshair and a distinctive 
sound effect that tells you your bullet impacted an enemy target. 


These hil markers are very valuable tools, bacause they also work 
for secondary grenades (including smoke), explosives, and shots 
fired through cover and walls. 


You can fire through a wall with a high-penetration weapon to detect 
enemies hiding behind cover. You can use hit markers to track 


COMBAT 


Always keep the following core combat concepts in mind when you 
play Call of Duty: Black Ops in multiplayer. 


Aim Down Sights (ADS) 


ADS stands for Aim Down Sights. This means sighting in with your 
ironsights or scope to fire at your target, as opposed to just shooting 
from the hip, 


The act of ADS-ing takes time, and the speed at which a given 
weapon allows you to ADS varies, 


ADS TIMES 

© LMGs and Sniper Rifles are the slowest. 

© Assault Rifles are in the middle. 

© SMGs and Pistols are the fastest. 

© Shotguns ADS fairly quickly, but you rarely nead to ADS if 
you're within Shotqun range. 


ADS greatly increases accuracy, reducing the spread of bullets at 
a distance. Any time you engage at medium range or farther, you 
should ADS before you shoot. 


Movement speed decreases while using ADS, The speed penalty 
varies by weapon and lines up with the ADS times of the various 
Weapons. SMGs and Pistols let you retain most of your movement! 
speed, while LMGs or Sniper Rifles slow you more significantly. 
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sprinting targets through a wall, and gun therm down without even 
having them in sight You can use hit markers from explosives to 
detect or verify the préséhce of an enemy Inside a room or around 
a corner. 


Finally, you can use hit markers to complain bitterly when you score 
a marker Instead of a one-shot kill with a Sniper Rifle. .. 





'SLEIGHTOFHAND = 
) The Sleight of Hand Pro Perk cuts the time if takes to ADS 


nearly in half for almost all weapons, but it does not affect 
Sniper Rifle scoping time. 





Because Shotguns generally do not need to be fired from ADS to 
be effective, they have an Inherent speed advantage in COB, where 
you can move and fire from the hip effectively. 


SMGs function similarly, because they have a tight hipfire spread 
and can be used effectivaly in COB. Although it does not kill in one 
shot, a Shotgun can come out on top in close quarters. 


Accuracy 


Several factors affect your accuracy while firing. 


ACCURACY BONUSES 

© Using ADS increases accuracy. 

© Crouching increases accuracy, and going prone increases 
accuracy even more. 

©  Halding your breath with a precision sniper scope 
increases accuracy, 


ACCURACY PENALTIES 

© Moving decreases accuracy. 

© Jumping imposes a sharp accuracy penalty. 

© Holding down the trigger on an automatic weapon decraases 
accuracy steadily. 

© Rapidly firing a semiautomatic weapon decreases accuracy. 

© Getting shot jerks or flinches your view, throwing off your aim, 
The Hardened Pro Perk can reduce this effect. 

© Concussion grenade detonations throw off your aim. 





When fired from the hip, weapons have differant spreads, dependent 
on Weapon class. 


HIPFIRE PROFILES 

© Pistols, SMGs, and Shotguns have minimal hipfire spread. 

© Assault Aifles are in the middle, 

© Light Machine Guns and Sniper Rifles have very poor 
hipfire accuracy, 





BET 


The Steady Aim Perk applies a 0.65 multiplier to hipfire 
spread base values. This has the effect of bumping a 
weapon's hipfire spread up one notch, trom LIMG to AR, 

or AR to SMG. Submachine Guns, Shotguns, and Fistols 
become extremely accurate when hipfired with Steady Alm. 


An SMG with Steady Aim can kill a target out fo a medium 
distance that would otherwise require ADS-ing, 


Using Steady Aim on a Shotgun comes down to personal 
| preference. You gain a tighter pellet spread for close-medium 
combat in exchange for some close-range ease of Use 


MOVEMENT 


Movement in Cail of Duty: Black Ops is extremely Important. How well you move around the map can make the difference between life and 
death, and it’s vital that you know when and how to use all the options available to you. 





Whichever weapon you have equipped al a given moment 
determines your base movement speed. 


MOVEMENT SPEEDS 

© Pijstols, SMGs, and Shotquns have the best base 
movement speed. 

© Sniper Rifles and Assault Rifles are next. 

© LMGs and Launchers have the slowest movement speed. 


Getting shot causes you to “flinch,” temporarily slowing your movement 
speed. The Hardened Pro Perk nearly eliminates this penalty, making it 
much easier to sprint across apen ground to reach cover safely, 


Crouched and Prone 


Crouching increases your accuracy, reduces your silhouette al 
range, and lets you use low cover more effectively, 


Crouching reduces your movement speed. You can sprini to get out 
of a crouch instantly. 


Going prone greatly increases your accuracy and flattens your 
silhouette, reducing your visibility considerably, especially when 
you're prone in an area of underbrush or other concealment. 
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Some weapons have a very slight idle sway, causing your view to 
move gently around dead center when you ADS. Some Attachments 
can increase this effect. 


~ 


Idle sway is most pronounced and obvious when you're looking 
through a sniper scope without holding your breath, but other 
weapons do have some sway, albeit much less. 


You cannot completely nullify a weapon's idle sway; 
just be aware of it. 


| The Lightweight Perk gives you a speed multiplier of 
1.07, s0 your equipped weapon's base speed determines 
its effectiveness. 














| Shotgun is still faster than running with an LMG, which gaine 


) less of a benefit. 





Going prone has the dawnside of facing your head directly toward 
the enemy. Likewise, be very careful about silhouetting yourself 
against the skyline if you're prone on a building. 


Movement while prone is very slow, and turning while prone may 
Cause your legs to get caught on an object. Be very cautious about 
using prone if you suspect an enemy may be nearby (unless you're 
hiding from them in the bushes with Ghost! Pro), 
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As you walk around normally, you make different noises 
depending on the surface you're moving across (metal js very 
loud). This noise can give away your position ta any nearby 
enemy. Because you can’t run Ninja on every bulld, you need 
to know how to control your noise output. 


Crouching eliminates movement noise, so if you're in hostile 
territory or you've located a nearby enemy who's Unaware of 
your presence, move while Crouched to stay quiet. 


Prone is also quiet, but the movement Is too slow to get info 
range in most situations. 


Crouching and sneaking up on Someone can Give you the first 
lethal shot. 


THE DROPSHOT 


Dropping to prone mid-firefight and continuing to fire al your 
target can win you some battles. The sudden shift in your 


| target profile may throw off your opponent's aim just long 


enough for you to score a kill. 


) This is typically most useful in heads-up, close-medium to 
| medium-range engagements in which both players have 


spotted each other and have begun firing. its offen 4 coin 
toss who wins these fights, but performing a drop shot can 
occasionally save your life. 


The downside is that the sudden stop in your movement 
makes you an easy target for anyone else who happens to 
be nearby. 


PERK VISIBILITY 


All Slot 1 Perks change the physical appearance of your in- 
game model. 


lf you take Ghost, you're given a basic form of a ghillle suit 
customized to match the terrain of the map you fe playing 
This can be useful for further reducing your visibility in cover. 


MOVEMENT VISIBILITY 


When you're crouched or standing at a long distance tram 


| the enemy, and you're behind cover or in a window, do your 


best to avoid moving even slightly. 


While this makes you an easy shot for anyone who spots 
you, moving around makes you much easier to spot 
at a distance. 


Even a tiny movement results in a very visible shift of your 
in-game model, which can be enough to alert an enemy to 
your presence. 


Remember, the human eye picks up movement quickly, 
and skilled Cali of Duty: Black Ops players constantly 
scan common camping areas for movement Staying in the 
shadows and immobile is one of the best ways to avoid 
detection at a distance. 





DivetoProne 
New to Cal! of Duty: Black Ops is the ability to perform a swan dive 
Into a prone position while sprinting. 


This has several useful applications. When sprinting across open 
ground, you can dive to cover, This breaks can throw off a distant 
sniper aiming for your upper body, 


White diving, you can rotate 90 degrees to the left or right, so it's 

possible to dive around a corner and land facing another direction. 
If you suspect enemies are lying in wait, this can get you into firing 
position and present an Unusual target that may throw off their aim. 


Unlike drop-shatting, you cannot fire while diving to prone until you 
actually land and bring up your weapon again. 


Sprint 


Sprinting Is vital for moving around in Calf of Duty; Black Ops for 
several reasons. Il allows you to move from cover to cover much 
more safely, make a suclden dash at an enemy to go for a knife kill, 
escape pursuit, or reach an objective more quickly. 


Sprinting is time-limited, and haw long you can sprint depends on 
your weapon. 


SPRINT OURATION 

© Pistols, SMGs, and Shotguns have the best sprint times 
© Sniper Rifles ara next on the list. 

© Assault Rifles are in the middle. 

© LMGs and Launchers have the worst sprint times 


Sprinting is both very important and very dangerous. 


While sprinting, you're much louder, so you're easier far enemies to 
hear. Furthermore, you cannot fire your weapon while sprinting, and 
il takes time to ready your weapon after you finish a sprint. 


Always stop sprinting before you enter an area where you expect to 
encounter oppasition, Dont sprint around corners if you're in enemy 
territory. And don't sprint to close the distance on opponents if 
they're Unaware of your presence, as the noise gives you away. 


Ninja can suppress the noise of sprinting, making you more lethal 
and mobile in enemy territory. 


Sprinting is very useful for knife kills, Sprint to close the distance, 
and stab to end the fight. Charging an enemy who |s already aware 
of you Is usually a bad idea, unless you have no other option. 





MARATHON 





Marathon allows double the normal sprint time, while Marathon Pro allows unlimited sprint. 


) Marathon is a very useful Perk, but it's also very dangerous, as It encourages bad habits—sprinting arolind comers is high on 


the list of ways to get shot. 


Marathon is useful for all weapon classes, but it’s particularly noticeable with LMGs, which suiifer from slow movement and 


limited sprint times. 


Mantle 


Mantling is the act of pulling yourself Up over low barriers, 


You can mantle over any object that is roughly hip high, including 
debris, barricades, vehicles, windowsills, and more. 


It's also possible ta sprint, jump, and mantle onto a higher ledge. 
Spend time exploring where you can use this maneuver to increase 
your mobility options. 


Skilled use of sprinting and mantling in combination can open up 
your travel through the maps. 


Climbing 








A faw maps have ladders or other surfaces that you can climb. While climbing, you're completely exposed and cannol Use your weapons. 


Try to avoid climbing ladders If you suspect enemies are nearby! 


EYES AND EARS 


Your situational awareness Is just as Important as your skil| using 
weapons. How rapidly you identify and locate threats can have an 
enormous impact on your battlefield success. 


In a game where combat rarely lasts more than a few seconds, 
getting the drop on your enemies isn't just a good idea; it’s 
absolutely critical. 


You can use several tools to gain an edge on the battlefield, and a 
few Perks that can have an impact on your battlefield presence. 


Going Loud = Si. | 


Firing your weapon is the loudest, most obvious way to give yourself 
away in Call of Duty: Black Ops, 


First, the enemy hears the gunfire. Second, they can see the tracer 
rounds, And third, you appear on the minimap as a red dot while firing. 


All of these are bad things. 
Be aware when you fire that you're giving away your position and 
the positions of nearby teammates. If you spol an enemy and have a 


shot, you should take it, but remember [he repercussions of firing. 


A Suppressor Attachment eliminates the minimap red dot, and it 
reduces the sound of firing (though it does not eliminate it). This 


e000, 











Remember that your base movement speed affects your ability to ‘ 
make longer jumps, so using Lightweight with a fast weapon gives 
you the best opportunity for trick jumps. 


Be aware that you put your weapon down while mantiing, 80 youre 
vulnerable to nearby enemies as you clamber over obstruction In 


your way. a’ 


As a resull, mantling Into a room through a window is Usually a bad | wi 
idea if you know someone |s inside. Find another entrance, or toss a | 
grenade in first! 





makes silenced weaponry ideal for operating In close proximity to 
enemy forces—it gives them less chance of locating your position. 


You can use the minimap dot to bait enemy forces. Deliberately fire 
some shots in one visible location, then move to cover the area— 
hearby enemies often come to Investigate, and you can then finish 
them off. 


Decoy grenades are designed specifically for this purpose, as they 
generate random gunfire sounds and create a minimap red dot 
“ping” that is indistinguishable from someone firing their weapon. 
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Death Markers 


When a teammate dies, they leave behind a HUD Icon that indicates a dead player. Because you can see these from almost anywhere on 
a level, they're very quick visual cues that enemies may be near those positions. Use death markers to home in on enemy positions. Even if 
your tearm isn't communicating, you can at least still get good Intel from their untimely demise! 





Minimap p | | 


Your minimap |s an incredibly powerful tool, Learn to exploit it to Periodically check your full map when you hear distan! gunfire. By 
maximum advantage. comparing the positions of your teammates and any death indicators 
with the positions of red dots, you can often quickly deduce the 
You can always see the location and facing of nearby teammates. enemy team’s current location. 
Enemies show up as red dots on the minimap when they fire 
unsilenced weapons. With practica, a quick glance at the full map tells you exactly where 
the enemy team Is, and whether they're pushing on offense or 
Your local minimap only shows the immediate vicinity around youl, guarding on defense. 
Hit the Main Menu to see a full map of the level. This is a very 
important lool. Because you can see the entire map, you can see 
red dots anywhere on the level, This includes when a Spy Plane is 


in the alr. 


This information is useful for you and your team, and It's especially 
vital if you're attempling to flank the enamy position. 


y SPY PLANE SWEEPS AND THE BLACKBIRD 


= =— = = SS SO 


| When a Spy Plane flies overhead, it reveals all non n Ghost-equipped ¢ enemies ¢ on the minimap a as red dots, These sweeps occur } 
periodically, so the information lags slightly behind real time, especially for fast-moving enemies. 





Spy Plane intel is a tremendously powerful tool, but don't get ao blinded by watching your minimap that you lose sight of 
| the world around you. When a Spy Plane first comes online, check your. full map to verity enemy positions, and then use that 
information to choose a course of action. 


| 


| Act on the intel by responding with your own movement, and stay | alert to nearby enemies, i enemies are distant, you can | 
| refernce the full map periodically to double-check their positions, However, if you're close toan enemy position, | keep your eyes 
5 in front of you, not on the minimap. 


| The Blackbird acts as a mega-powerful Spy Plane, fully revealing enemy positions and facings. An active Blackbird is essentially 
| a cheat mode for your entire team. You can track down and execute toes with ease, shooting them through walls, tiring explosives 
| into their hidey-holes, and ambushing them when they sprint down alleys or hallways, 


| COUNTER-SPY PLANE 
Because the Counter-Spy 
Plane shuts down enemy 
radar entirely, including Spy 
Planes or the Blackbird, it’s 
| a very powerful Killstreak. 


Use Counter-Spy Planes just 

after enemy Spy Planes goin 
the air, or just before making 
| an offensive push or stealthy 
entry into enemy territory. 


| Counter-Spy Planes act as 
Suppressors for your entire 
team. The enemy can no 





longer verify position simply 
) by checking their minimap 
) against gunfire sounds, 


While a Counter-Spy Plane.is | 


in the air, your enemies are 
more focused on using theif 
eyes, SO exercise caution 
when you approach an area 
you know to be defended. The 
defense is that much more 
attuned to sight and sound. 


One odd quirk of the Counter- 
Spy Plane: If you have one 
active, you cannot use the 
enemy Killcam’s full map ta 
check their team’s position— 
their map is jammed! Hardly 

a reason to avoid using 

the Counter-Spy Plane, but 
something to remember. 


SUPER KILLCAM SCOUTING — 
[ Killcams are normally useful 
for revealing the position of 
| the enemy who just killed 


| you, which can help you 


| track down a distant camper. 


} However, one extremely 


) powerful use for the Killcam 


BUELGES ec taMlateccells) e-jigel ae 
) informational tool. 


If you visit the full map while 
in a Killcam, you can see 
the enemy's full map. This 

} includes all enemy team 

| locations and their facings. 


In essence, this means 

that any time you die, you 
can quickly get a picture 

of the entire enemy team's 
positions, Because a | 
Killcam’s events happened a 
few seconds in the past, this 
is just a snapshot of enemy 
positions, similar to a single 
Spy Plane sweep. 


Use this feature often. It 
turns 4 painful death into a 
useful tool for you and 
your team. 








Using Sound = 

Sound is your next most Important informational tool. You can hear 
gunfire, Equipment usage, movement, grenade tossing, jumping, 
mantling, landing, and ¢llmbing. 





Enemies with Ninja suppress their movement noises, while Ninja 
Pro suippresses all of thelr personal’ movement noises. 


Enemies with Suppressors reduce but do nol eliminate the sound of 
heir weapon fire. 


it's very Important to use the sounds of the battlefield around you to 
pinpoint enemy locations. 


You can bait an enemy by using sound instead of gunfire, but this 
is more difficult. Most players respond to minimap red dots and 
gunfire, but comparatively fewer players are alert to movement 
sounds. Those who are tend to be better players who are very alert 
and cautious about pursuing an unknown noise. 





When operating in enemy territory, be very careful if you aren't using 
Ninja. Assurne that every enemy you pass is alert ta sound, While 
some players aren't, good players are, and you don't want to risk 
revealing yoursell. 


Remember that you can crouch to silence your movement nolses, 
and you can use Suppressed weapons, the Tomahawk, Ballistic 
Knives, and regular knife stabs to kill quietly. 


Don't forget that using a Killstreak can make a distinctive “clicking’ 
sound that cues In nearby enemies on your location, as does 
throwing grenades. 


Using Your Eyes — 


This seems obvious, but it’s important to mention. Constantly scanning the battlefield for threats |s important. The faster you can acquire 
largats, especially concealed ones, the better your odds of survival on the battlefield. 


) SLEIGHT OF HAND PRO 


| Sleight of Hand Pro cuts your ADS times in half. This Is 

| important for engagements thal occur anywhere trom ciose- 
| medium to medium-long range. |t helps you fire accurate 

| shots at your target faster than they can, Whoever gets the 
first hit is likely to win a heads-up firefight, simply due to the 
flinching and view recoil it imparts. 


| Sleight of Hand Pro also greatly aids LiiGs when you re 
| forced to move around a level, as it reduces the siow ADS 
) they impose. 





TARGET AQUISITION 


In enemy térritory, keep your eyes on the battlefield and not 
on the minimap. 


With practice, you gradually learn the common camping spots on 
each map. As you move across hostile terrain, stay in cover and 
constantly scan the most likely enemy locations. 


Targets often give themselves away by making slight movements. 
On their end, it doesn't “feel” like they're moving much if they take 

a step while crouched, But from your perspective, a silhouette shift 
in a window, behind some cover, or in some brush that alerts you to 
their presence. 


As you move through an area with known enemy presence, train 
your weapon on the most likely enemy position and use your eyes 
to scan for enemies. The less time it takes for you to get your 
crosshairs on target, the better. 


The least favorable encounters are those in which you and your 
enemy spot each other simultaneously. If this situation occurs and 
you already have your weapon aimed in the right direction, the odds 
are In your favor, 
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THE FATAL FRAME AND OTHER DANGERS es 


Corners, doorways, and windows are some of |he mos| dangerous areas in the game, Walking through a doorway frames your silhouette 


and makes you a Very easy target for anyone camping inside. 


similarly, windows make a nice targel for enemies to watch, Snipers and long-range gunners love picking off players who expose 


themselves in windows, 


Finally, corners and doors are two of {he most dangerous terrain elements on any map, and they are especially common on urban maps. 


Doors and Windows | 





To safely clear a door or window, start to the side of the window or 
doorframe, ADS, and make a smooth rotatlon from one side of the 
door or window to the other. 


This gives you the maximum visibility to each side, and it alerts 

you to an enemy off to either side who might not be visible straight 
through. It also brings them Into your sights while you're already 
ADSed and ready to fire, Meanwhile, thay may not be aware of your 
presence, At worst, this puts you on even ground with someone 
watching the door or window. 


Corners 





| GET OUT OF THE WINDOW 
Never stand pressed against a window opening. You can 
maintain most of the sight lines that you would normally need 
| through a window even if you hang back a few feel or off to 


| the side. Doing so makes you much more difficult to spot. 


) Only move up to a window to make a shot if you can't getline 


) of sight from a shielded position. 
| Not only are you an easy target in a window, but your gun 


| pokes through the opening If you stand too close, even if you 
aren't visible directly. Don't do this! 





When you clear a corner, perform a rotation similar to the one you 
use with a window or doorway. Step out slightly fram your wall, 
ADS, and make a smooth rotation around the corner, keaping your 
sights trained on the terrain as it comes Into view, Corner-clearing |s 
incredibly important on almost every map. Get into the habit of doing 
this when you suspect enemies are nearby. 


You don't have to clear every corner in this cautious manner, 
bul clearing the dangerous ones offen saves your life several 
times a game. 


The slower your ADS time, the more important is to clear corners 
this way. If you round a corner without being ADS'ed, and an enemy 
around the bend is looking straight at you, you have little chance to 
gel your sights up and on target. 


Breaching | 
Finally, let's discuss passing through doors into rooms, of 


"breaching." This ls a dangerous operation, and disciplined tactics 
can only reduce the danger, not eliminate it entirely. 


The basic problam is this: When you pass through a doorway, 
especially one that the enemy Is likely walching, you make a perfect, 
easy target. 


Worse, because the snamy can hide in the left or right corners 
nearest to the door, you have no way of knowing which way to aim, 





Accurate hip-fire weapons and fast character classes can get away 
with moving speedily, but even that is risky If |he corner opens to 
an area where distant players can spot you. Elliver sprint past the 
corner lo cover, or clear the corner. 


| CORNER CHECKING, PC STYLE _ 





| In most areas, gameplay between the PC and console 

| versions of Call of Duty: Black Ops is nearly identical. One 
key difference is that PC players can Use lean controls ta 
peek around corners. 


) This makes corner-clearing and checking for targets trom 
) behind cover a bit safer on the PC. Of course, PC users also 
have to contend with very accurate enemy Weapon fire, so 


) there’s a tradeoff. 





Clearing a doorway gives you line of sight on most of the room, but 
nol all of it, Cautious campers still are difficull to see as you finally 
move through the opening, However, some precautionary measures 
can minimize the danger. 


First, pick a corner to target. This is a 50/50 shot, but it's still batter 
than running straight through without checking either corner! With 
practice, you can make this a 60/40 or 70/30 quess, just basad on 
the specific map and the common habits of most players. 


TAG TEAM a. 
Of course, it's possible to clear a room by having a point man 
take one side and a teammate take the other. 


Unfortunately, while this tactic seems sound, in practice, its 
very dangerous in Cal! of Duty: Black Ops. 


First, it requires good coordination. You may be able to count 
on this with good friends or clan mates, but not with random 
online players. 


Both “breachers” are vulnerable to penetrating bullets, 
explosives, and weapons that stun or disorient. Furthermore, 
bunched-up targets near doorways are incredibly tempting 
targets for any nearby enemy. 





If one player enters and gets taken down from a corner, his 
teammate knows which side of the room to hit. This allows 
the teammate to finish off the enemy while he reloads. 
Alternatively, the teammate can use an explosive much 
more safely than risking both players entering and getting 
gunned down. 


If you're dead-set on clearing a room as 4 duo, send if one 
fast sprinting or diving player, and have the second player 
quickly enter close behind. The first player draws fire while 
the second one cleans up. 


Draw straws for lead man... 


Next, you can sprint, sprint and jump, or dive to prone into a room. Having Steady Aim Pro to reduce the sprint recovery is helpful 


for the first option. 


Finally, Explosives! 


TACTICAL MASK PRO 




























This Perk bears special mention when it comes te 
room clearing. 


Tactical Mask Pro gives an “upgraded” hit marker Tor 

Concussion or Flashbang grenades. When you score a 

hit marker with Tactical Mask Pro equipped, you gain & 

Poyex-thi(ear:] Miele|(er-i Colm itrei@ifeicimelmelllmelcelsiptcl ime lel nile 
| toward the damaged target. 


| As you clear a room or corner, this information is incredibly 
valuable. You can enter the area certain of the enemy's position. 


You can also use this information to shoot the targel througn 
the wall, use an explosive, or tell a teammate with a cifferent 

angle where the enemy is located. Oh, and Tactical Mask Pro 
lets you run safely into your own Nova Gas! 


Tactical Mask Pro is a useful defensive tool, but it’s also a 
powerful offensive weapon for clearing defended areas. 


Pair this with Scavenger and Warlord Pro, and you have an 
excellent build suited for clearing rooms and corners. 


Secondary Tactical Grenades are custom built for clearing rooms. 
Concussion Grenades and especially Flashbangs are very helpful 
for clearing a room. 


Nova Gas is also great. In smaller rooms, targets hit with Nova Gas 
must move or the gas kills them! 


Frag Grenades, Semtex, and Launchers of all sorts are also very 
useful for clearing a room, Even if you don’t kill the targel, you can 
weaken him or force him to run, making him easy prey. 


One warning about Flashbangs in particular: If you toss a Flashbang 
into an occupled room and get a hitmarker, you have no way of 
knowing the extent to which a target (or targets) is blinded, You also 
don't know if the target was already facing the doorway. 


Flashbangs don't disrupt aim, so evan completely blinded targets 
can kill someone running through a doorway if they're already 
lined up. 


Nevertheless, Flashbangs are worth using—just be aware of the 
risks. Whenever you can, toss a grenade in one way and enter via 
another way. Evan better, pick one entry and have a teammate 
breach with you via an alternate entry. 
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QUICK TIPS 


Using the Killeam 





Whenever you get killed in Ca/l of Duty: Black Ops, you can watch a replay of your death from the perspective of the player who killed you. 


This is a very useful tool. It can help you identify the position of a camper or a sniper. At the very least, you can see what got you into trouble 


in the first place, 
A few points: 


© The Killcam shows what happened from the perspective of 
the other player. Ramember, with internet latency, this doesn't 
always match up with what you saw from your end. If you 
got killed in a straight one-on-one situation and the Killcam 
disagrees with what you experienced, chalk it up te lag and 
exercise the best solution to the problem: avold those types of 
coin-flip firefights In the first place. 


As you Improve your skills in Call of Duty: Black Ops, you naturally 


© You can “hide* the Killcam when you Snipe or use a long-range 


scope by staying zoomed in for a few seconds after a kill. This 
prevents the player you killed from getting a complete look at 
your position, unless he quickly checks your map and deduces 
your location from that. 


Killstreaks and Objectives _ 


tend te earn Killstreaks with increasing frequency. This allows yoy to 
aim for even higher streaks with greater confidence. Some aspects 
of Killstreaks affect you and your teammates in any objective 

game mode. 


First, and most obviously, you can’t earn a Killstreak reward if you 
die. Too obvious? Not really, Here's the problem: Playing most 
objactive-based modes on offense requires you to take risks. Taking 
risks is the exact opposite of what you want to do if you're aiming for 
a Killstreak, 


So, here's the rub: You can either contribute in objective modes by 
racking up kills and laying down high-end Killstraaks, or you can 
contribute by actually going for the objectives and helping to win the 
game for your team, 


To be clear, both are helpful, but it’s very easy to lose a match 

when most of your team is focused on Killstreaks and, by extension, 
the omnipresent k/d ratio, If this bugs you too much, either avoid 
objective modes or only play thern with your {riends, when you know 
they'll work tagather to win, 


When you aren't playing with friends but you still want to play 
objective modes, (here are a few things you can do, The first is to 
drop your Killstreaks down a few potches. The lowly Spy Plane 

is one of the most useful Killstraaks in the game. Getting a three- 
kill streak even when you offensively push a Domination point, 
Headquarters, or Demolition point isn't out of the question. 


Another option is to run Hardline in combination with sub-six 
Killstreaks, This is another way to guarantee contributing streaks 
lo your leam, but without worrying about breaking your kill chain 
because you're trying to run the flag in CTF. 





Amp up your Killstreaks if you're playing defense. Some of the 
higher Killstreaks can directly help your entire team. A well placed 
Mortar bombardment, Napalm Strike, or Rolling Thunder on an 
objective can clear the area of enemies long enough for your offense 
to secure it, 


Similarly, {he Blackbird is like activating a cheat mode for your tean). 
Good players gain a crushing advantage while it's active. Relativaly 
few players like running the suppert-oriented Counter-Spy Plane 
(and it can be shot down), so Blackbird can rarely be stopped once 
it's active. 


If you can coordinate with your teammates, dropping multiple 
Killstreaks simultaneously is a great way to break a deadlock. It's 
also a very important part of winning in Sabotage. Stock up on 
Kilistreaks, and then coordinate Spy Planes alongside air and mortar 
strikes. Call in air support while you bombard a target area, and gal 
your Spy Planes or Blackbirds into the air. 








Using Theater Mode 


Recorded games are very powerful learning tools. Beyond being This is also useful when you're very new to the game, or if you're 
incredibly cool fer sharing awesome moments with your friends, they arriving late to the party. Watch replays In objective modas to quickly 
can also help you Improve your game. figure out common routes, popular camping spots, and se on. This is 


all extremely useful information and can easily Improve your game: 
lf you played a match where your team was simply dominated, take 
a look at the replay and figure out what the other leam was doing. 


Fast Leveling 


The easiest way to level quickly Is to complete as many Challenges © Switeh oul your weapons for new ones as you reach the higher 


as possible while you're playing, Challenge thresholds for kills and headshots. It's easier to start up 
with a new Weapon and grab the law-hanging fruit than it is to max 

To accomplish this, configure a set of custom classes that feature out each Weapon completely. 

one of each major weapon group. Constantly cycle through different 

Lethal, Tactical, Equipment, and Perk choices. Due to their differences In game play, some garne modes pay out 


more experience over time. Spend some time in each playlist to learn 
Check your Challenges screen occasionally, and go after whatever what your average gain per game Is. Then you can decide where to 
Challenges are suitable for the modes you play. spend most of your time if you're focused on leveling quickly. 


Remember that some Challenges are much easier to tackle In 
some modes. Challenges that require destroying enemy Equipment 
are hard to do if the enemy rarely uses Equipment in the modes 
you play! Similarly, if the Challenge requires many kills, Search & 
Destroy isn’t the place to do It. 


RULES OF THE GAME IT... 


Finally, one last tactical gift to you. This is a selection of very brief, but very Important tips. Pick a few and follow them to the letter when you 
play online. Without a doubt, they will help. 


Short, Controlled Bursts = 


When you target enemies at medium-long range with an automatic You should indulge in full-auto sprays only at short range, where 
weapon, fire in short bursts, The exact number of shots depends on _time to Kill matters more than accuracy or ammo. 

the weapon. Some can get away with longer sprays, whereas others 

need to be fired almost one bullet at a time. 





From the Hip ; =a 


Shotguns and SMGs are designed to be fired from the hip. With Factors like the time it takes to ADS, the associated movement 
Steady Aim, Assault Rifles can pull this off as well. penalty, was well as the movement hitch and view recoil from getting 
hit, mean that the first player to land a shot in COB usually wins. 


Take advantage of weapons with good hipfire spreads to land that 
first shot, and finish your targets before they can line up accurate 
shots on you. 


With Steady Aim in place, SMGs can hip-fire targets even at medium 
range. Use their mobility to keep moving as you shoot. This wastes 
more ammo, but it's better to have less ammo than no health. 
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There Are Always Two (and Three in Ground War 


Whenever you kill an enemy, always expect his buddy to come around the corner a faw seconds later, Don't stand out In the open, and don't 
sprint into eriemy territory Immediately. Move from cover to cover. 





Why? Because youir victim's teammate saw you, or heard you, or saw youon the minimap, or saw his teammate's death icon, or his 
teammate told him where you were, Odds are, his buddy is going to come looking for you. 


And in Ground War, where there are more players on the field, you can often expect more than one extra enamy to show up at the party. Be 
feaady tor this. 





Press Reload to Spawn Enem 


Learn lo exercise reloading discipline. If you Use your weapons well, you should never need an entire magazine to take down a target. 





Immediately after killing an enemy, resist the urge to reload. First, wait and see if another enemy shows up. If you aren't immediately 
threatened, or you've moved into good cover, then you can reload. 


If you have Sleight of Hand, you can get away with this bad habit more often, but avoid developing the habit in the first place, Sleight of Hand 
should help you, not make you vulnerable when you aren't using it! 


Throw a Grenade to Spawn Enem 7 = 


Grenades are useful tools, but using them in close proximity to an enemy position is dangerous. Nearby enemies can hear you throw 
grenades, and if you happen to be |n mid-throw, you can’t retaliate with your weapon. 


Remember that Decoy and Concussion grenades throw more quickly than any other type. Give preference to Concussion over Flashbangs 
of Nova Gas for close-quarters grenade use, simply for the speed difference. 


Take the Shot 


Do you see someone sprinting hallway behind cover, in the distance, through a window and some bushes? Go ahead and take the shot, 





You can't improve your long-distance accuracy without wasting some lead, Unless you risk putting yourself or teammates in immediate 
danger by revealiia your position, going for the kill |s always worthwhile. 


Don’t Sprint around Blind Corners 


Really, Just don't do jt. This applies doubly to players running Marathon Pro who are addicted to sprinting. Ones you're near enemy tur, 
slow down and take corners more carefully, 


Slice that Corner - | | 

When you have to clear a corner or scan.a doorway or window, edge up to It from the side, step oul, and round the corner with your Weapon 
in ADS, This Isn't necessary for every last corner, door, and window on a map, but if you know (or suspect) enemy presence, slow It dawn a 
step and take your time. 





Fatal Frame | 
Be careful about running through doorways blindly. Just like corners, if you suspect enemies are around, use your secondary grenades to 
check for enemy presence, and scan the room as best as you can from outside. 


Smoke the Open Ground 7 | _ 


Smoke Is an underused lool, even in non-objective modes. Instantly creating dense ‘visual cover" Is very useful, The enemy can spray 
bullets into {he smoke, but without an Infrared scope, they're unlikely to take you down if you sprint. 


Sprint through Hotspots = | 


Never walk out in the open for an extended period. Sprint from cover to cover, and if you absolutely must go through an area where many 
routes intersect, sprint for your life! 





The Back Route is the Best Route 








When you assault an enemy position, the longer route that lakes you away from the faster frontal roule is always preferable. 


Take your pick: 30 seconds of running and killing half the enamy team from behind; or 15 seconds of running, killing one enemy, and then 
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dying, only to run another 15 seconds to get back. 
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Controlling Enemy Focus 


You can control enemy attention. Use gunfire, explosives, Decoy 
Grenades, and Killstreak package drops to distract the enemy team 
into focusing on an area of your choice, 





The Fine Art of Wallin 


Shooting targets through walls takes some practice. Star by 
learning the levels, and then shoot at targets when they duck behind 
cover, Search for enemies in common camping spots by shooting 
through the wall before you even see anyone. 


Reload Out of Sight, Out of Mind 
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Coordinate with your team to hit your foes from behind while 
they're distracted, and you can inflict heavy losses with a minimal 
investment in sneaky subterfuge. 





lf you want to practice this extensively, bring Hardened or an LMG 
with Extended Mags and burn through a few thousand rounds. 
Taking down enemies through walls is a very useful skill to acquire. 





When you have to reload, duck behind cover, quickly crouch, and scan the area while you reload, When you're quiet, motionless, and in 


cover, you're nearly invisible. 


Look Left! (Killing the Herd) _ Disable that Gear 


lf you happen to be in cover when you see a fresh enemy spawn 
start to run past you to the right, wait. 


There's no worse feeling than swinging out fo light up three enemies 
that just respawned, only to discover that the fourth one |s behind you. 


Control your bloodthirst for just a moment and check the direction 
from which the team originated, If the coast is clear for just a moment, 
you're good to go—erigage from the rear and mop them up. 


Hey, He Found My Claymore! 


Well-placed Claymores are very effective for protecting objectives, 
chokepoints, and guarding your back. Even if the enemy destroys 
your Claymore, the explosion alerts you of enemy presence. 


Plant Claymores with the front facing the direction you expect 
enemies to be moving, not the direction from which they approach. 
lf you place it at a door, set it off fo the side, facing Inward, not 
outward. If you place it in a hall, face the dangerous part away from 
the enemy team’s direction of travel. They run past and eat the 
explosion in the rear. 


Equipment Is powerful and useful in many game modes. You 
can disable Equipment with Ghost Pro, Hacker Pro, Jammer, 
and explosives, 


You can destroy all Equipment by shooting it, and Hardened Pro ups 
your damage against placed items. 


Concussion and Flashbang grenades temporarily disable 
Equipment—even friendly gear, so be carefull 


Danger Senses, Tingling 


lf you're in an open area with multiple routes to your position and 
multiple camping spots with lines of sight, the hair on the back of 
your neck should be standing up, 





Don't expose yourself more than absolutely necessary. Stay in cover 
and stay safe. 
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Monster Kill 


Guided Killstreaks are much, much more effective when you know Save a Spy Plane or wait for a friendly Spy Plane to come online 
where to guide them! before you use these streaks, unless you know where most of the 
enemy team is located. 


Psychic. Or a Hacker. He’s Definitely Cheating 


There are many ways to find enemies: 








© Hear them: movement, sprinting, climbing, jumping, mantling, © Detect them: minimap rad dots, Spy Planes, Motion Sensors, 


reloading, firing, using a Killstreak, placing Equipment, planting Camera Spikes, Hacker, Killcams, Main Menu full map, friendly 
a bomb, tnpping a Claymore, objective audio alerts. players firing at an area. 
© See them: long-distance scopes, Infrared scopes, tracers, © Blackbird /s cheating. 


tossed grenades, launched explosives, visible Equipment, care 
package in the open, objective HUD alerts, 


Respawn Behavior The Right Tool for the Job 


Learn how the taam respawn locations work in each mode and on Remember the range bands: 
each map. Knowing where the enemy respawns Is a 
powertul advantage. © Sniper Rifles and LMGs for long-distance work. 


© Assault Rifles for medium-range combat, 
© SMGs for close-ranae combat. 
© Shotguns for ultra-close encounters. 


RELOADING 


Reloading your weapon is a simple and common task, but It's an Tiatoumiac 
important one, Vestn ten ae Da 


All weapons have three reload statistics: 


The Sleight of Hand Perk cuts a weapon's reload time in half, 
reducing your window of vulnerability, You're vulnerable while 
reloading, but you can cancel a reload in two ways: either by 

sprinting or by switching weapons. 


The time it takes to reload a partially spent magazine. 
The time it takes to reload a fully empty magazine. 


Sprinting is not the safest way to re-ready a weapon, but you The time it takes for the Stitt the ieee 


can sprint away in the middle of a reload to reach safety i 
you're surprised. 


actually become “active.” 


) Partial reloads are faster than empty-mag reloads. If you 

empty a magazine fully, you have to chamber a4 round from 
) the magazine by racking the slide on a pistol or pulling the 
| charging handle or bolt. 


On the other hand, switching weapons Is very useful. If you have a 
Pistol secondary, or you have the Scout Pro Perk, you can switch to 
your second weapon extremely quickly, much faster than reloading 


your primary weapon, 3: | 
7 For either type of reload, the time before the ammo actually 


| becomes available for use is not always the Same as tha 


Another option is “double switching." By tapping the Switch Weapon 
| weapon's reload—in many cases, it’s faster. 


button twice, you quickly switch away from and back to your 
current Weapon, canceling the reload animation and readying your 
weapon again. This is often faster than reloading your weapon fully, 
especially if it has a slow reload animation, 





| This is important, because it means you can sprint or double 
| switch, and your weapon is fully reloaded. In essence, you 
can cut the reload time for your weapon With practice. 


| Because these values are different for every gun, experiment 
) to see when this can be helpful to you, 


With Scout Pro, double-switching to reload some Weapons 
can be effective. But for all weapons, sprint-cancelling a 
reload after the ammo has refilled can save you some time 
on the battlefield. Reload, wait for the ammo to fill, and then 


—— 


| 


| sprint to cancel the animation. 


! 
| 


aad 








WEAPON SWITCHING : 
Weapon switch times are not the sare for all weapons. Agile Scout Pro cuts the switch times in half, allowing you to switch to = 
weapons like Pistols come up more quickly than Very slow Weapons = Weapons other than a Pistol much more quickly, or to bring up a = 
like LMGs or Sniper Rifles. Pistol almost instantly. rr 
The time it takes to fully switch weapons is the combination of Finally, remember that it's often faster to switch to a Pistol 
your current weapon's “put-down” time and the selected weapon's = secondary than it is to reload your primary. 
“equip” time. 
MELEE wa) 
All soldiers possess a lethal combat knife that can perform one-hit It's also possible to sprint and stab a target, though attempting 
kills on anemies at short range. this when the enemy has eyes on you is a good way to get shot. 
Faster weapons (SMGs, Shotguns, Pistols) and the Lightweight and 
Performing a melee strike causes you to lunge forward slightly. If Marathon Perks all make for more dangerous melee strikes. 
your target is in range and lined up, you lunge and stab, killing the 
enemy Instantly. Hit or miss, there is a delay before you can perform a second 
melee strike. The Steady Alm Pro Perk cuts this recovery time in 
Knife kills are especially useful because they are silent and half, making it ideal for Shotgun or SMG COB bullds by giving you 
nearly Instant. another close-range advantage. 


| you round a corner into an enemy at pointblank range, and he fires Using melee strikes should be second nature. If they aren't, spend 
while you stab, you may come out damaged but standing. some lime practicing! 


Knifing enemy campers in the back is always helpful, as it takes 
them down with a reduced chance of alerting nearby teammates. 
However, if hey are alert, they can still hear you attack or spot the 
death indicator on the HUD, 


—_ ee ab <—s 


LAST WORDS yj TT Bp. 


And that's everything! You now have information on every aspectof Bring some friends, play with a party, enjoy custom games, smack 
the game, {rom creating classes, to the maps, the modes, and the some bots in Combat Training, or shoot some zombies. 


gameplay mechanics that drive the game. 
Winning is great, and topping the scoreboards is cool, but enjoying 


Use this information to improve your game, explora all the game yoursell is the most important part of the game. 
modes, play with all the weapons, and experiment with wacky 
custom classes, Have fun! 
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BUILD A CL aha 
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Point ce apture do ong-ra b= ieee act bal? Sihenl i? = lnlicinaictemaelice 
kh nd Be. block ch okepaints, use as an extra 
| . Ne Map, the needs of ihe mode /o explosive. Remember that C requites your attention to 
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be ejfec a u oy more powerful on defense. But 



























4 a short range “grenade” to clear rooms 
5 »' 
7 re: f | jock chokepoints, cover objectives, Unlike C4, 
' ©  SMGs: Close qu m ore doesn { require your attention, so it can be 
2) ense or defense. Also useful for guarding your 
iil en camping. 
o a Spike: Monitor a route that you can't watch in 
3 Pick a secondary yeape on. Gomplin ment Ur prints Hi oe hee NersOr Create visual “tripwires™ to spot enemy forces. 
: give yourself ar i he a ptio oni Mi atghs. i is ra Mc setul on defense, even more so when you 
" : yA ‘ie comme 1 cate with your team effectively. Can protect your 
© mS back up MW Sandals Snipe rifles or FLA {Gs 4 back t en camping. 
| can be helpful if you 1 run low. an: ammo j bina firefight ts iT met: Important on offense and defense, Confuse 





enemy forces and prevent their equipment from working, 





© Launchers: Dig out ce AMperS, Ol guiard objectives, and Bs 


DJ down groups. of enemies or a lpr ni ent : Critical for disabling equipment near an objective on 
Oo: Special: Specialist gear for special purposes. Use Ballistic offense, and very helpful for protecting an objective on 
Knives when stealth is required and you want a quicker defense. 
kill than a suppressed pistol. Use the Crossbow for longer- © Motion Sensor: Gain immediate intel on enemy movement 
range explosive power. within a limited area. Use this to watch a chokepoint or 
quard your back while camping. Very effective on defense. 

Choose Lethal Grenades. Take Frag or Semtex based on © Tactical Insertion: Vital on offense in certain objective 

the distance you expect to engage. Choose Frag for longer modes, very important on larger maps. Can be useful in 

distances, Semtex for shorter ones. Use Tamahawk if stealth other modes where controlling your spawn location 

is required or if you want a weapon to protect yourself while is Important. 


reloading or sprinting, 

Pick your Perks. Carefully consider whal role you want to play 
Choose Tactical Grenades. Seleci these based on the game on the battlefield, and match your Perks to that task, 
mode and your desired role. 

© Perk Slot 1: Powerful Perks that influence your battlefield 


© Willy Pele: Create cover on objectives or in open terrain, role. Many combine well with choices in Perk Slot 3 to 
uillize Infrared scopes. increase in power. 

© Nova Gas: Cover objectives, clear campers out of small © Perk Slot 2: General-purpose Perks that increase your 
rooms, block chokepoints. effectiveness in direct combat. Match this choice with your 

© Flashbang: Clear rooms, disorient enemies in the open, weapon and your personal preferences. 

© Concussion: Throws quickly and stuns enemies in the open. © Perk Slot 3: Very important support Perks that aid in your 

© Decoy: Throws quickly and creates distractions. battlefield role. Pair them carefully with Perk 


Slot 1 choices. 


8 Go forth and kick ass. 





CREATE A CLASS UNLOCKS 


Waapons In Cal! of Duty: Black Ops are the only Create a Class items that are level restricted. Like all other items in the game, weapons 


require CODPoints to purchase, even once they're unlocked. 


Buying all of the weapons in a weapon class unlocks the final “Classified” weapon for that weapon group, These weapons are not 


necessarily more powerful; they are simply rare or otherwise unusual choices. 


ASSAULT RIFLES 


ASSAULT RIFLE 


FN FAL 


SUBMACHINE GUNS 


EET aS 


(sil 


Sie 2000 
| 9000 
i | «|S t 
| 00 


Ae 





0000 


PE | cmenen | 


LIGHT MACHINEGUNS 


LEVEL UNLOCKED 


LETHAL 


LETHAL COST EFFECT 


SNIPER RIFLES 


SNIPER RIFLE LEVEL UNLOCKED | 


Dragunav 


WA2000 


SHOTGUN 1S 
SHOTGUN 


| Olympia 


ee el i: 
PISTOLS 
PISTOL | 


as 


C275 


LAUNCHE R S 
LAUNCHER “ 


China Lake | Classified 


SPECIAL 


= | LEVEL UNLOCKED 
ee ae 


A thrawn hand grenade that can be primed before throwing to detonate early or in midair. Bounces 
and rolls. Detonates 3.5 seconds after pulling the pin, Gan be “cooked” by holding the throw button 
| Crosshair pulses once each second while held, — 


A thrown sticky grenade with a fixed limer. Sticks to players ¢ or surfaces on impact. Detonatas two 


seconds after being thrawn. Throw can be cancelled by switching weapons. Friendly Semtex shows 
a blinking areen light, hostile shows a red light. 


TA thrown Tomahawk! instantly lethal, can be thrown while reloading or out ofa sprint. Can be 
| Tomahawk 2000 i | ren 
retrieved. Throw can be cancelled by weapon switching If held. 
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TACTICAL 


TACTICAL +| EFFECT 


Creates a cloud af smoke. Smoke can be penetrat ted with an Infrared Scope. ‘Impact CaUSeS Very 
brief stun and minimal damage. Tactical Mask negates stun. Detonates one second after-heing 

Willy Pete . e ea 
thrown, must hit the ground to detonate. Smokescreen lasts 12 seconds, Causes a Hit Marker if it 
fits a player, 


Creales a cloud ol poisons smoke, Damages, disorlents, and slows targets. Nullified by Tactical 


Mask Pro. Detonates one sécond after being thrown. Gas lasts eight sec seconds. 


Blinds targets in the area (including yourself). Degree of blindnes s depends of on proximity Alle 
Flashbang 1500 facing. Nullified by Tactical Mask. Detonates 1.5 Seconds after being thrown. Can be detonated 
midair. Disables Equipment and turrets. 
Concussion 1500 Stuns targets near the blast zone. Nullifiead by Tac tical Mask. Throws quickly. Detonates one s second 
alter being thrown, must hit the ground to detonate. Disables Equipment and turrets. 3 
Creates a red ping on the minimap and ganerates r random gunfire noises. Detonates immediately. 
Decoy 1500 
Decoy lasts for 30 seconds, 


EQUIPMENT 
| EQUIPMENT COST | EFFECT 
Places a camera that supplants your minimap with the camera view. Press your Equipment button 


| Camera Spike * to cycle between camera and minimap views. Ghost Pro enemies do not appear as bright white in 
camera View. 


ari. 9000 Places a sticky explosive that can be detonated manually ar by other explosions oF guniire. Double- 
WF tap reload to quick detonate, or press Equipment button to use detonator r manually 
Places a glawing Tactical Insertion that sets your respawn location. Insertlot an be destroyed by | 
Tactical Insertion 960) q q lactic On (hat sels your respaw! ocatior ons can be destroyed by 
moving on top of them or detonated with explosives. Can be cancelled while ina Killcam 


| Places a radar Jarmmer that shuts down enemy Equipment in its radius and obscures | enemy 


Jammer = = C minimaps. The effect is greater the closer the player is to the Jammer, Maximum effective raditis |s 
about 100 feet. 








Motion Sensor N00 Places a Motion Sensor that detects enemy movement Ina small radius. Gan be nullified by Hacker 
Pro. Effective to abouta 60-foot radius 
Places a Claymore that detonates tf an enemy passes in its front al are. Gan be destroyed with 
Claymore 5000 explosives or gunfire, Frontal are is about 70 degrees, triggers on targets within 2-3 feet. Gan be 
tripped and evaded with fast footwork. 


PERK 1 
fee cost ferrecr PP FCT 
ign aan. 


2000 Pick up arima from fallen enemies and replenish | Start with extra mags, replenish Tactical 
Lathal grenades. ‘grenades. 
San Miah | Undetectable by Aircralt, Dogs, IR, and Sentries. 
eae re Gu steMiated et No rad name or crosshair when targeted, 
aele ) Reduces Explosive Damage. 


Scavenger 


Immune to Fire Damage, Gan throw back Frag 
Grenades salely. 


Flak Jacket 


| Hardline Can change the contents ‘cl a Gare package, 


Pro Upgrades 


EFFECT j | PRO EFFECT 


Increased damade to aircrafta rrats 
Hardened 2000 increased bullet penetration ase damage to aircraft and turrets, 
. reduced flinch and recoil nes 


Quicker aiming alter sprinting, quicker recovery 
from knife. lunges 


ee of Hand et he 2000 Fastel reloading: Faster FADE with non bC oped We apans. 


Steady Aim é Increased nips a ta 











PERK J 
PERK COST _| EFFECT PRO EFFECT 
llent move ly silent, and e 


| : , j ! : SIEM, ¢ Bnemies are ie BT 
Second Chance 20 [your pistol before dying, Survive longer and teammates can revive YOu, 


Ability to sabot 208 enemy Equipment. Mm 
dnd crates. Invisible to Motion sensors 


Tactical Mask Tactical Maske Reduces the effect of Flash and Concussion 
; SK. grenades. ee 
Pro Upgrades 3 


ATTACHMENTS 


SUBMACHINE GUN ATTACHMENTS 


FECT 
' f | Increases magazine size by Ta 50% 
fe [| fo pereely speeds every: second reload 
acoc sign =| mf 
eI 





Red Dot Sight > 1000 Medium- “Tange sign 
1000 Medcium- “range sight 
a 1000 Reduces recoil 


CHET : = 
Launcher lee Zs : 3000 Launches a non-contact fuse grenade 
, eae Increases rate of fire 


Removes minimap red dot, reduces sound, increases damage falloff 


Dual Wield 1000 Doubles rate of of tire, greatly decreas seS accuracy, cannot ADS 


ASSAULT RIFLE ATTACHMENTS 

COST —_| EFFECT 

te CS ine reases magazin 18 Size by roughly 50% 

ee SE creat Sickie? every second retoao) 

Long-range scope, sp ver ADS 
Medium-range sight 

Peduces recoil 

MAsIBEnGY | Adds an underslung Teeth 

Flamethrower re an underslung flamethrower | | 

Infrared grape Precision scope that highlights enemy tare pets in W ite (8, Can pierce smoke lou rs 


Grenade 
S000 Launches a contact fuse grenade 
| Launcher melt a 


Suppressor 2000 Removes i minim lap red dot educa sound, increases damage falloff 
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G11 ATTACHMENTS 
ATTACHMENT COST EFFECT 


Low Power ine 

2000 Precision scope, adds swat 
scope aes , _ be —— = 
Variable Zoom be Syed Precision scope, multiple levels of zoom 


SHOTGUN ATTACHMENTS 


ATTACHMENT 


Stakeout Grip 


SPAS a | 
ssioulwen| | 


LIGHT MACHINEGUN ATTAGH MENTS 


cost _| EFFECT 

§ | Increases magazine size by rougmy a Mo 
a Greatly speeds every second rad 
Long-range se0H6 slower ADS 
Medium “range sight “7 

= | Meatum- range sight 

ae el | Reduces recoil 

=f Precision scope that fi aight enemy an in white, can pierce smoke clouds 


SNIPER RIFLE ATTACHMENTS 


ATTACHMENT COST | EFFECT 


Extended Mag i, 1000 Increases magazine size by roughly 50% 


ACOG Sight 1000 Long-range scope 


Infrared Scope 7 2000 Precision scope that highlights enemy targets in white, can pierce smoke clouds 


Suppressor 2000 Removes minimap red dot, reduces sourd, reduces damage 


variable Zoom “iy 2000 | Precision scope, multiple levels of zoom 


PISTOL ATTACHMENTS 
| ATTACHMENT COST EFFECT 


Ungraded tron 260 


| Sights | Adgs tritium Manas to Pistol ironsights 


—- | 
Extended Mag “é 1000 increases magazine size by roughly s% 


2000 Removes ATER red dot, reduces Sond increases damage falloff 
Dual Wield a 1000 Doubles rale of fire, @, areal decreases accuracy, cannot ADS 


Python ACOG 
Sight 


Python Snub cae. Reduces Python damage, reduces Python recail 
Nose 
Python 4h ) 
‘eal I 1000 Reloads pee tullyin in one animation 
ez75 Full Auto — 

os , i c i ve | 
Upgrade 2000 Converts 6275 toa fully automatic machine-pisto 


1000 Long-range scope, slower ADS 





ILLSTREAKS 
Se Ea 


IAC-XD 1200 Remote-controlled explosive RC car 


SAM Turret | 1600 ee ieee | Airdrops a placeable SAM turret that destroys enemy alt suipport 


J 
Napalm Strike 2400 5 


Spy Plane Displays enemy locations on minimap 


Counter-Spy i hy ney 
16O0 Completely disables enemy minimap 
: a 


sentry Gun eyaill Airdrops a placeable Sentry Gun 


Targeted Napalm airstrike 


3200 Target three locations to bombard with artillery suppor 
| Attack Helicopter valls in helicopter air support 


Care Package a NS hea | Airdrops a random Killstreak reward or ammo. crate 
Valkyrie Rockels 4000 Airdrops a Valkyrie launcher with two remote-contralled missiles 


Blackbird ie en: eee] Displays enemy locations and movement on the minimap, cannot be shot down 


Rolling Thunder - 4500 ee ee | Targeted massive-bombing airstrike = 
ChopperGunner | 5000 | = 9 | Take contro! of a high-powered Gatling gun on an orbiting helicopter 


Attack Dogs 6000 Call in attack dogs that hunt down and eliminate anemy forces 
Gunship 6000 (a ipa Take full control of an attack helicopter armed with minigun and rockets 
Death Machine Se se Rarely appears in Gare Packages or Hardline Pro switches, grants you a Gatling gun 


Grim Reaper 


eal abe Rarely appears in Gare Packages or Hardline Pro switches, grants you a oné-use quad-barre | 
Special Special x y apnea in Gare Packages or Hardline Pro switches, grants you a oné-use quad-barrel 
Rocket Launcher eS oe | 


RANK REWARDS AND SPECIAL UNLOCKS 


RANK REWARDS 

PLAYER RANK | UNLOCKS 
CreateaClass 
Contracts 
=| Clan Tag 

ape | Game Made Challenges. . y 

10° Killstreaks, Killstreak Challenges, Playercard Emblems _| 

13 Combat Record 
Medal Challenges 
| | Gun Emblems 
Gun Tag 
Elite Challenges 
Camo 

25 ——_| Custom Reticules 
[26 ustom Lenses 
Saar Final Challenges 
Facepaint 
150 | Prestige Mode joys M 2 7 
|Prestige 1 _| Prestige Leaderboard, Custom Glass 6 
| Prestige 3 Custom Class 7 

Prestige 5 Custom Class 8 
Custom Class 9 

Prestige 9 Custom Glass 10 

Face Tattoos 

Prestige 13 Clan Tag Colors. 


| Prestige 14 Golden Camo 


Prestige 15 | Prestige Playlists 


a = ——-} 


| Playercard Backgrounds |e | 500 


SPECIAL UNLOCKS 
SPECIAL UNLOCK COST 
Facepaint o00 
Emblems Shey 


go Et 


| 100 | 200 ro 

Te ee ee 

ae 3500 | 
500 

LLénsés) (6 ee 500 


Emblem Layers 


Gun Gamo 
Reticules 


| Gun Tag Application 1000 


Gun Camo Application 1000 
Prestige Leaderboards ! 50000 
Clan Tag Colors 251) 
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Full Auto 


Reloader 
Snub Nose 


Upgraded lron 
Sights. 


Dual Wield 


Fem 
aie rese|( 
Launcher 
ae CEEEEEEEE| ECE 
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ASSAULT RIFLE | SUBMACHINE GUN 


ad with other Attachments. 
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Done ee 
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Extended Mag | ui | > 


(Grenade Lau 


amas 
1 


poe PHL TP 


jee [xp 


Sal 


Rapid Fire and Dual Wield are incompatible with modified magazines. 
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ATTACHMENT AVAILABILITY 


A weapon can use only one modified magazine and one sight. 


Weapon Attachments 
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CHALLENGES 


Challenges are special tasks that you can complete In any game to 
earn Experience (XP) and CODPaints. 


New Challenge groups are unlocked as you gain Ranks. 


You can reference all available Challenges while in-game at any 
some Challenges are simple, meraly requiring you to ear kills time via your Playercard. 
or headshots with a specific weapon. Others may require you to 
win a specific objective mode, or to pull off a crazy stunt like killing 
someone through a wall with an explosive. 





CONTRACTS 


Contracts are special types of Challenges thal come in three Onee accepted, you cannot accapt a new Contract in the same 
different categories: Kills and Killstreaks, Gare Modes, and finally category until the timer refreshes, so choose carefully! 

a catchall category that Includes Grenades, Secondary Weapons, 

Headshots, and others. Contracts are a good way to earn extra cash, and they encourage 


you to try new weapons and tactics. They're also a great way to 
Contracts differ from Challenges in that you must specifically select test yourself, As you grow In experience and skill, you can tackle 
a Contract from each category to pursue, and they cost CODPoints Contracts that might have seemed Impossible when you 
to activate. began playing. 


The benefit? Complete the Contract and earn more cash! The tough =‘ The following tables provide just a few examples o7 (he available 
part? Contracts are time-limited. Once accepted, you must complete Contracts. The Contracts available at any given lime change, so 
the Contract within the time limit, or you fall and lose your money, check back frequently. 


CATEGORY |] EAAMPLES 

| Contract Kille ara 5 kills 

| MP5k Cruelty. Earn 25 kills with the MP5k 

| Combat Gunsight Farn 25 kills using the AGOG 


se a 


40m 








Emperor af the SMG _ |Get 8 kills using an SMG without dying = 1100 } XP, 1100 1700 GP 
Devil from the Heavens Earn the Gunship Killstrealk 


CATEGORY 2 EXAMPLES 


CONTRACT , DESCRIPTION 
Cold Efficiency Finish a match with more lls than deaths 
CTF Beast Win four CTF matches 


5&0 Ripper Finish an S&0 match with twice as many kills as deaths 
FFA Massacre Gel 24 kills in one FFA match 
Demolition Colossus _| Finish two Demo matches with the highest score 





CATEGORY 3 EXAMPLES 

| CONTRACT __ | DESCRIPTION 

| Get three kills using any Pistol, Launcher, or opecial 

weapon | 

| Fraaged Kill seven enemies with Frag Grenades sal poet) | 
shotgun Shock : Get two kills in one life with the Masterkey it : 400 ~ 400 XP, 400 oP 
AK74u Master | Get six headshots with the AK74u 600 XP 600 cP 

| Brains on Walls Get 16 headshots with LVGs < ae 50 | 2500 KP, 2500 CP. | 


Weapon Versatility 
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WEAPON MAGAZINE SIZES 


The following table functions as a quick reference for all weapons in the game, with or withoul Extended Magazines. 


BASE MAG SIZE 






BASE MAG SIZE | EXT MAG SIZE 


EXT MAG SIZE LMG 
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